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Winning at 'Wizard of Wor'and 'Gorf .' 

By John Madden. 




As the sportscaster for CBS Video Games, I get a chance 
i to watch some of the best players in the country 
in the "Challenge of Champions." 

Here are some of their winning strategies. 
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izaid oi Wor™: You start 




with three warriors. The 
object of this game is to defeat 
the Wizard, his henchmen and 
your opponent. This is a game 
you can play alone, or two can 
play simultaneously When two 
play you have to worry about 
getting zapped by your oppo- 
nent as well as the Wizard, and his gang. 
Here's an interesting move you might want to try Get out 
— - r ^ into the maze fast, zip out of the 
escape door, come back in 
through the opposite side. If 
you're quick enough, you'll be 
in perfect position to blitz your 
opponent's three worriors 
before they can score any 
points. The ultimate shutout. 
Another variation is to work 
together Make a pact not to hit each other (accidents do 
happen, of course) and go for the record score: 99,500 by 
Frank Merollo (10/82) and Buz Pryzby (8/82) 
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In our first Challenge of Champions, Ray Johnson 
of Los Angeles defeated Tony Sarkis of New York 
and David Hayes, a student at Cal Tech, defeated 
Brian Anderson, a student at MIT 

G orf ™ is four boards in one game. Your father will enjoy this game 
because with a little luck, he'll be able to go through the four boards 
a couple of times, but after the third level it starts to get faster. . .and faster. 
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Coaching tips: patience Stick & move Get position Hit it high 

That's when you separate the players from the parents. You start out 
aggressively and after 10,000 points the bombs and torpedoes start to 
come hot and heavy so be prepared to change to a defensive game plan, 

The record high score is still 32,700 by Horace Eckerstrom (9/82),* which 
gives you some idea of how hard this game is. 

Both Wizard of Wor and Gorf are made for the Atari* 2600 System™ 
(Look for Intellivision® versions soon.) They're really tough, and the more 
you play them, the more you'll like them. 

O 1983 CBS Inc. "GorJ" and "Wizard of Wor" are registered trademarks of Bally/Midway Mfg Co 
Atari" and "Atari 2600 System" are trademarks of Atari. In 
"Intellivision is a trademark oi Mattel. Inc. 
"High scores as o! this printing 



"These are two tough games, but 
I know you're up to the challenge.' 
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WfeVe programmed something new 
into theTimex Sinclair 1000. 

A $15 rebate. 

Now Timex has made the world s most affordable personal 
computer even more affordable. □ The Timex Sinclair 
100(T was the first computer to be sold for under $100. And if 
you act now, you can receive a $15 rebate off the already 
incredibly low price. □ This new offer from the 
Timex Computer Corporation 
is good through April 30, 1983. 
□ It's your chance to own a 
powerful personal computer 
that includes everything you 
need to begin. Including a simple step-by-step learning 

guide that can have you understanding 
and running programs within hours. Q 
You'll also save enough to start building 
a library of Timex Sinclair 1000 com- 
puter programs on subjects relevant to 
the way you live. An extensive selection 
of pre-programmed cassettes is currently 
available on education, business, home 
management and entertainment. DTake 
advantage of this incredible offer now. See 
your nearest Timex Computer dealer 
now for details. But hurry, computer avail- 
ability is limited. □ Now more than ever, the 
power of the computer is within your reach. 




Over 50 
Software 

Programs 
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Special Reports 

A GAME IS DORN By David Tuller This article answers the 
embarrassing question: Where do arcade games come from? 06 
WINNERS OF THE ULTIMATE VIDEO GAME Meet the lucky 
three people whose games will be sent to one of the software 
companies. Plus; All the second place winners and honorable 

mentions 44 

PARLEZ-VOUS BASIC PART II By Randi Hacker In which we 
take a few more steps towards fluency and learn (among other 

things) where to GOSUB 50 

LOOKALIKE GAMES By Raymond Dimetrosky There are 
more than 400 VCS games in the Naked City and many of them 
look alike. But do they play alike? EF answers that question and 

tells you which are the best of the bunch 70 

VIC PIX By Martin Bass As if business application programs 
and home finance weren't exciting enough, you can also turn 
your VIC into an artistic medium 60 
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FUTURE FACT, FUTURE FANTASY: CONGRATULATIONS! 
IT'S A D.O.D. By George Kopp Nolan's back and B.O.B.'s got 
him. So does TOPO. Read all about Nolan Bushnell's newest 
creations in this exclusive interview with the father of video 

games 24 

GAMEMAKERS: THE KITCHENS, INC. Interview by Dan Gut- 
man What's cooking with the Kitchens? Find out when EF talks 
with the man behind the VCS Donkey Kong and Activision's 
new Keystone Kapers game 40 



OFF THE BEATEN TRAKDALL DEPT. HEYI WHAT ABOUT 

US? By Randi Hacker They shoot horses, don't they? And they 
shoot gophers and other wildlife but they don't shoot owls or 
skunks or goldfish. Why? Read about the animals that games 

forgot 67 

FIRST SCREENING: THE CUBE Square off against Mark 
Pickenheim's puzzle for the TRS-80 Model III 65 

E q uipment Reviews _____ 

GAME WORKOUT: INTELLIVISION II: THE SEQUEL By 

Michael Blanchet The next generation of master Components 
from Mattel gives you better games, more peripherals and 

backwards/forwards compatibility 00 

COMPUTER WORKOUT: YIPPEE T-l-A! By Jules Gilder The 
eyes of Texas Instruments are upon you. An in-depth report of 
the TI 99/4A, the userfriendly computer from the Lone Star 
State 76 

Gome Reviews 

HITS MISSILES Fantastic Voyage, Turmoil Coco Nuts, 
Orient Express, Gopher. Carnival, Smithereens, Amidar, 
Phoenix and Dragon/ire. Plus Protector 2, Monster Maze, 
CavernsofMars and other computer games 54 
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Letters We welcome your feedback 10 

Glitches An irreverent gazette of gaming news 12 

New Products The latest in equipment 14 

Readers Tips Your hints for higher scores 17 

Input/Output Got a question? We' ve got the answer 18 

EFG Times You read it here first 21 

Top Ten The most popular home and arcade games 05 

Screenplays Michael Blanchet's arcade strategy tips 84 

TopSecret The latest in gaming gossip 98 





Take your marble to 

the top. Pick your spot 

and let it drop. Hope 

for a flip instead of a 

flop. Once you get it, 

the fun never stops! 

It's FLIP OUT — a 

crazy new strategy 

game for one or two 

players. Each marble 

you drop causes a 

chain reaction, so take 

your time and plan 

carefully. Plan right 

and you'll flip, if you 

didn't you Flip Out! 



It is up 
to you to stop the 
invasion of the evil 
Quarriors and save 
Repton. You are armed 
with devastating 
Nuke Bombs, a Radar 
Screen, a Laser Gun 
and an Energy Shield. 
You'll need them all! 
You'll be attacked by 
Nova Cruisers and 
Single Saucers. You 
must avoid Spye 
Satellites and deadly 
Dyne-Beam Shooters 
and you must stop the 
Draynes from deplet- 
ing the Reptonian 
power supply. Repton 
is a battle so thrilling 
you'll be relieved to 
find out you're still on 
earth when it's overl 




Turn your keyboard 
into a typing arcade! 
You can blast attack- 
ing letters and words 
right out of the sky. 
Type Attack was 
designed by a profes- 
sional educator and 
the fast action game 
experts at Sirius. It 
features 39 pre- 
programmed lessons 
and 60 user defined 
lessons. Great sound, 
graphics and a real- 
time words per minute 
bar make improving 
your typing skills fun! 



Talk about adventure 
on the high seas! 
You're blasting away 
at a squadron of 
enemy bombers and 
Kamikaze fighters from 
the deck of your P.T 
boat. Suddenly you 
notice the sea is 
loaded with mines and 
an Exocet missile is 
screaming toward you 
on the horizon. Instinc- 
tively you jerk the joy- 
stick to the starboard, 
keeping your thumb on 
the fire button. Phew! 
That was close! Some- 
times it's hard to 
believe Wavy Navy's 
just a video game. 



New Games For Your Apple II From Sirius 



TM 



Type Attack, Wavy Navy, Flip Out and Repton packages, programs, and audio visuals © 1982 Sirius. Type Attack, Wavy Navy, Flip Out, Repton and 
Sirius are trademarks of Sirius Software, Inc. Apple is a trademark of Apple Computer, Inc. 

For more information contact your local Sirius dealer or distributor or contact us at 10364 Rockingham Drive, 

Sacramento, CA 95827, (916) 366-1195. 




FUN is more 
fun them ever 

If we say so ourselves, we think this is our most ex- 
citing issue yet. First of all there's an exclusive in- 
terview with Nolan Bushnell who, if you don't already 
know it, is the man who founded Atari. Since he left 
Atari a few years ago, everyone wondered what he'd 
dream up next. Now we have the answer— robots — and 
EF naturally gives you the full story. 

And as if that weren't enough, there's also our April 
Fool Contest. Scattered throughout the magazine are 
several items which are totally fictitious. Some are 
obvious, some are not, but you have to find them all to 
win. The prize? The cartridge of your choice. See page 8 
for all the details. 

Here's something that's not April Fool— we have been 
inundated with submissions for First Screening, our 
original program feature. Don't stop! We love hearing 
from all the budding game designers out there. We 
might have to expand the section. What do you think? 
Let us know. 

Next month we're adding even more. Phil Wiswell 
one of the country's most respected experts on video 
games— the author of several books and articles, and 
the creator of the videotape How To Beat The Video 
Games from Vestron Video— will join us as a regular 
columnist and contributor. And Michael Blanchet's 
column on how to beat the arcade games will be 
doubled in size. Read EF every month and you'll be 
invincible! 

We also have three new editors on board Kim Larsen 
has joined as copy editor, Michael Brown is the new 
associate editor and George Kopp is the new editor. All 
these changes are exciting for us, and for you it will 
mean more of what you want to read from the best 
video game magazine of all. 
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Which player's score 
is about to take flight? 



Quick, figure it out. Here comes Phoenix* from Atari. 



Duck. Here comes Phoenix. The famous 
arcade sensation that's now a home sensa- 
tion. And it's only from Atari for use with 
the ATARI® 2600™ and Sears Video Arcade '< 
systems. 

This is a spectacular arcade replica. With 
four waves of awesome warbirds. Flapping 
wings that grow back seconds after you 
shoot them off. And even a forcefield. 

But in Phoenix you can't just wing it. You 



ATARI! 




can't shoot like the player on the left. Be- 
cause he'll get only 100 points for a bird 
high in the sky. While the player 
on the right will shoot the same 
bird low in the sky for 500 points. 
And a feather in his cap. 

So whether you aim high 
or low, aim to get Phoenix 
home . Any other idea is for JUL I fk wt I 

A Warner Communications Company. 
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the birds. 
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HA, HA 
APRIL FOOL! 

We don't know obout you, but we hote having April Fool practical jokes 
played on us. That's why we're getting the jump on things by playing 
impractical April Fool jokes on someone else first, namely you. Scattered 
throughout this issue of Electronic Fun are several fake items posing as 
facts. Can you locate them? We're not going to tell you which sections 
they're in or give you any other hints on how to find them. All we're 
going to tell you is how many there are. Five (count 'em, five), 
deliberately falsified items. Find them all and send in your guesses on a 
postcard (which must be postmarked no later than May 1 5). De sure to 
include your name and address. Sometime in May, we'll hold a drawing 
from among all the correct answers and the first five people picked will 
receive the cartridge of their choice. A list of winners will be published in 
the July issue. 

Good luck, and be careful. They've been hidden by experts and they're 
tough to find. 
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Which player is 
heading for victory? 



Better find out. Here comes Centipede; from Atari. 



Look out. Centipede's escaping from the ar- 
cade. Grabbing every great arcade feature it 
can. And it's only from Atari, for use with the 
ATARI" 2800,™ Sears Video Arcade f systems, 
and the ATARI 5200™ SuperSystem. 

There's the same relentless attack of centi- 
pedes, scorpions, fleas, and spiders. A mush- 
room garden. Changing screen colors with 
each new centipede. And each new one gets 
faster. So points get tougher. 




And if it's points you want, you can get 10 
times more by shooting for the head. Like the 
player on the right. He's about to hit 
the head for 100 points. But the 
player on the left is about to hit a 
body segment for a measly 10 
points. A cheap shot. 

So don't let Centipede get 
away. That wouldn't be using 

yOUr head . A Warner Communications Company. 
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HOME VERSUS ARCADE 

Regarding the letter by Paul 
Dolimer asking that more space be 
devoted to arcade games, I hate to 
disagree but too many magazines 




have diluted themselves by covering 
both subjects. Stick to home games 
and computer news. You may wish 
to put out another publication 
addressing itself solely to arcade 
games. There are two separate 
audiences. 

Ron Landy 
Port St. Lucien, PL 

Only up to a point. Just about 
every arcade game these days gets 
turned into a home game and 
some of the hottest home games 
(Pac-Man t Defender. Frogger, Donkey 
Kong, etc.) had previously been 
arcade games. We don t feel we 
can cover home games and ignore 
their source, (he arcades. 
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PADDLE US 

In January's Top Secret, the Fly 
mistakenly said that the Atari 
Driving Controls are just single 



paddies. I have taken one apart to 
repair broken wires, and although 
outward appearance is the same, 
internal construction is somewhat 
different. As you may have noticed, 
the paddle controllers have stops to 
keep them from rotating 360 
degrees, while the driving controls 
are free to rotate a full circle. 

Derrick Hachtel 
Mounlake Terrace, WN 
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WE'RE FIRED 

The object of Firebug was not, as 
you printed, centered around 
"arsonists and their victims trapped 
in burning buildings." The Firebug 
character was described in our 
documentation as a "mechanical 
bug" that races through a five-level 
maze and attempts to destroy the 
maze with his trailing fuse. Firefly 
(new title) is a lot of fun. We at 
MUSE have never intended to of- 
fend anyone in any way. 

Ronda Uretzky-Miller 
MUSE Soft war- 
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MORE QUIRKS 

In Yars' Revenge, when you 
destroy the Qotile with your can- 
non, a line appears in the explosion. 
If you move up on this line a few 
times the letters HSVVWSH will 
appear. This stands for Howard 
Scott Warshaw, the game's 
designer. 

Glen Scott Friedman 
Staten Island, NY 
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ODYSSEY THREE 

Will Odyssey 3 have a module that 
plays Atari or Intellivision car- 
tridges? 

Mark Giuliani 
Long Island, NY 
At the present time, Odyssey has 
no plans for such an add-on. 



SECRET MESSAGES? 

In your last issue you had an 
article concerning secret messages 
within games. Most of the 
"messages" were, in fact, 
malfunctions that would appear 
when turning the system on and off 
repeatedly. Exposing the system to 
this kind of treatment makes it 
susceptible to damage. 

Alex Garcia 
Deerfield, IL 



TWELVE SECONDS 

As I understand it, the twelve 
seconds of staring at "ColecoVision" 
on the screen is the time needed to 
load the program into the machine. 




By reading the instruction booklet, 
you'd know you only have to press 
the * key on either controller to 
start a new game at that same skill 
level without returning to "Coleco- 
Vision" and the menu. 

Michael Price 
Columbia, MO 



Write to us! We can't promise that 
we'll answer every letter, but we 
will read them alL We welcome 
your comments, advice and 
questions. Send your letters to: 
Electronic Fun, 350 E. 81st St, New 
York, NY 10028 
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Which player is about 
to score with flying colors? 



Better learn fast. Here comes Galaxian from Atari! 



Pilot to co-pilot. Galaxian invaders are 
approaching your home. And they're only 
from Atari for use with the ATARP 2600, 
Sears Video Arcade" 1 " systems, and the 
ATARI 5200 " Super System. 

These Galaxians look, sound, and act no 
different than the Galaxians you've battled 
in the arcade. They swoop, dodge, and fire 
with equal cunning. So you have to know 
your stuff. 



ATARI; 




Like the player on the left. He's about to 
hit a flying yellow Flagship for 150 points. 
But his opponent, on the right. 
will score only 30 points for hit- 
ting the stationary blue 
Drone. Tough luck, rookie. 

If you want to know even 
more about which Galaxians 
to hit, hit the stores for 
Galaxian. 
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Dytecycling 

There are exercise 
programs and there are 
business application 
programs and, so far, the 
two have been in- 
compatible. No matter 
how sophisticated an 
exercise program may be, 
there's no way you're 
going to get it into your 
disk drive and that's all 
there is to it, I'm sorry but 
that's life. And, as long as 
you're running your 
computer, you're not 
running— and that's not 
good for your health. But 
a San Francisco inventor 
named Nathan Edelson 
thinks that keeping fit and 
using bits can, in fact, go 
hand in hand. A computer 
user himself, Edelson 




developed lower back pain 
from this sedentary ac- 
tivity and, consequendy, 
set out to invent 



something that would 
eliminate the two biggest 
ailments plaguing com- 
puter operators: Back 
problems and anxiety. 
The result was Active 
Office, a cubicle which 
combines a computer 
terminal on an adjustable 
stand, an orthopedic 
chair, an exercycle and a 
treadmill. Okay. We can 
see how this takes care of 
lower back pain but what 
about anxiety? For this 
problem we've invented 
the Active Analyst's Of- 
fice—complete with 
computer terminal with a 
beard and German accent, 
an orthopedic couch and a 
treadmill (for obsessive 
personalities). 

Food ond 
Gomes Port II 

In the old days you 
went to the butcher for 
meat, the druggist for 
medicine, the greengrocer 
for greengroceries and, if 
there had been video 
games, you would have 
gone to the video game 
store for them. It was an 
era of specialization. Not 
any more. These days 
there are no clear cut 
rules about shopping. 
Especially when it comes 
to supermarkets. You find 
T-shirts in the snack food 



Working out 
ond frozen gomes 



aisle, cold medicine with 
canned vegetables and 
saucepans in with the 
frozen foods. They're even 
selling video games in 
supermarkets, most 
notably, Shop-Rite. Yes 
friends, selected outlets in 
the Shop-Rite chain now 
carry video game car- 
tridges from Atari, Coleco, 
Parker Bros., ActMsion, 
Imagic and U.S. Games. 
This could come in handy 
if, say, you wake up in the 
middle of the night with a 
craving for pickles and 



given a certain amount of 
money and must buy as 
much as you can for that 
amount then battle with 
little old ladies to keep 
your place on the shortest 
line. It's a natural. 

Let's Get 
Personal, 
Personal 

Years ago the questions, 
"Who put the ram in the 
ram a lam a ding doruf?" 




River Raid. You can 
simply hop down to your 
nearest 24-hour supermar- 
ket and get it. We also 
have a suggestion for a 
new game that any com- 
pany can snap up right 
now if it wants. Super- 
market Zaxxon—R 3-D 
game in which you are 



and "Who wrote the book 
of love?" were answered 
by The Monotones. The 
questions in today's per- 
sonal computerized age is 
"Who put the RAM in 
etc?", "Who wrote the 
Love Application Pro- 
gram?" and, further, 
"Which computer is it 
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compatible with?" Well, 
none of these questions 
are, in fact, answered by 
the new single "BASIC 
Ain't the Language of 
Love" but it is, nonethe- 
less, a song about love 
among the peripherals. 
Performed by recording 
artists Steve and Debbie 
Brown with a definite 
country/western rhythm 
and twang (or WANG), the 
floppy 45 tells the story of 
a hi-res couple headed 
towards divorce with a 
microcomputer as the co- 
respondent. Each one 
wants to pull the plug on 
the other's personal com- 
puter because, as the title 
says, "BASIC ain't the 
language of love." (The 
record is available directly 
from Reymont Associates, 
PO Box 273271, Boca Ra- 
ton, FL 33427 for $5.00). 



Apeus Corpus 

It's been said that 
you're no one in the video 
game industry until 
you've been sued by 
Atari. But no one (not 
even Atari) can claim to 
have been sued by an 
entire state. Except 
Coleco. Wisconsin filed a 
$50,000 false advertising 
suit against Coleco for 
allegedly not providing the 
number of skill levels 
advertised for its In- 
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tellivision-compatible Don- 
key Kong cartridge. The 
civil damage suit was filed 
by Juneau County District 
Attorney Dan Berkos 
under Wisconsin's 
fraudulent and deceptive 
advertising statutes. 
Apparently, the television 
commercial for the In- 
tellivision version 
promises three skill levels. 
But, says Berkos, there 
are only two. Berkos 
claims that the three 
screens shown in the ad 
are those on the 
CoelcoVision version. He 
wrote to the company but 
got no response until the 
suit was filed. At that time 
Coleco offered him $50. 
What the outcome of this 
unprecedented legal ac- 
tion will be one can only 
guess, but it is our 
opinion that this whole 
thing will go down in 
history as the 1980s 
update of the Scopes 
Monkey (or Donkey) Trial. 



Hove You 
Heard Atari 
Today? 

There's a new form of 
home entertainment in 
town. It's called Atari and 
it isn't what you think. 
It's a musician. Really. 
And Atari is his real 
name. No kidding. Alexis 
Atari is 22 years old. Not 
only is the British-born 



Atari a dancer 
and fashion model, 
he also composes 
and performs 
electronic 
music. His 
current hit singles are 
electronic versions of "In 
the Mood" and "Give Me. 
Some Lovin' " both 
available on Vanguard 
records. Although his PR 
people claim that Atari is 
poised to be the decade's 
"primo entertainer," in 
the event that he fails, he 
can always start his own 
video game company and 
call it, let's see . . . Mattel. 
Call it a hunch but we've 
got an idea that with a 
name like that he could 
go far. 




ELECTRONIC FUN WITH COMPUTERS AND GAMES 10 



ELECTRONIC FUN- COMPUTERS & GAMES 



Stepping out 

with the Pr omqueen 



VECTRIX 

Color Grophics System $1,995 

No, this is not a typo. There really 
is a company called Vectrtx and the 
system makes hi-res color graphics 
affordable for the first time— if you 
have $2,000. The VX series includes 




TECHNOTEL CORP 

Radio Gomes $39.95 

How many times have you wished 
you could play your video games on 
the street and listen to your favorite 
AM station simultaneously? Now you 
can, with Technotel's new pocket- 
sized video games and AM radios. 
Emergency, Voyager, and Barrier 
are three of the radio games 
available. Each features not only AM 
frequency but time and alarm 
capabilities as well as an LCD-type 
display gamescreen. 




Technotel 
1151 Triton Dr. 
Foster City, CA 94404 



two graphics processors, RGB 
monitor, printer and keyboard. It 
features 672 x 480 pixel resolution, 
eight simultaneous colors, 3-D vector 
graphics with rotation, scaling, 
translation, perspective, clipping, 
viewport and polygons. Additionally, 
it has serial and parallel interfaces 
compatible with virtually any com- 
puter. You can also mix graphics and 
characters using built-in and user- 
definable characters with variable 
zoom, slant, tilt and horizontal and 
vertical spacing. A new age of com- 
puter graphics is here. 
Vectrix Corporation 
700 Battleground Ave. 
Greensboro, NC 27401 



WESTMARK 

VldeoPok Console Cose $tk 

The organization man has given 
way to video game organization. 
Videopak Command Console is a 
case that organizes everything from 
your console to your cartridges to 
your controllers. It fits the Atari, In- 
tellivision and Coleco Vision systems 



and doubles as a carrying case with a 

locking snap-on cover. Additionally, 

there is an optional leg module which 

converts the unit into a game table so 

you don't have to perch your system 

on your lap anymore. 

Westmark 

8181 Commerce Park Drive 

Suite 708 

Houston, TX 77036 



JGA MARKETING 
COMMUNICATIONS 

Video Gome Album $2.75 

Although they may not be as color- 
ful or whimsical as record album 
covers, they are nevertheless 
covers — for video games. Made of 
blue vinyl, these video albums will 
store most brands of video game car- 
tridges including Atari, Intellivision, 
Imagic, Coleco, Acti- 
vision, etc. Each 
album has a three- 
inch label holder 
on the front cover, 
spine and back 
cover which can 




be used 
to hold iden- 
tification labels 
or instruction 
manuals— if you 
haven't lost them! 
J&A Marketing 
Communications, 
Incorporated 
2717 East 42nd St. 
Minneapolis, MN 55406 



ZIRCON 

Joystick Adopters J4024 $9.95 

At last! Two, two, two controls in 
one! All of you who have complained 
that the ColecoVision controllers 
were inadequate and found that the 
Atari joystick — with its absence of a 
keypad— didn't really improve mat- 
ters, give a cheer. The Zircon adapter 
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will permit you to use the 
Atari joystick and Coleco keypad at 
the same time. Hard to believe? 
Here's how it works. The unit plugs 
into the desired joystick and one of 
two ports on the ColecoVision 
console. A second joystick can also 
be adapted using the second Coleco- 
Vision port. Complaints— not neces- 
sity are the mother of invention. 
Zircon International 
475 Vandell Way 
Campbell, CA 95008 



DISCWASHER 

PointMoster Pro $27.95 

In calling its new PointMaster the 
PointMaster Pro, Discwasher does not 
mean that the first model was the 
PointMaster Amateur. In addition to 
features such as thumb-trigger firing 
button and hand-countoured grip 
(both found on the PointMaster), the 
PointMaster Pro offers a constant fire 
circuit for rapid fire performance and 
solves the problem of slippage once 
and for all with four suction feet 
which will adhere to any smooth, flat 
surface. The PointMaster Pro is com- 
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patible 

with both Atari, 

ColecoVision and the 

VIC-20 and Atari 400/800 

systems. 

Discwasher 

1407 Providence Rd. 

PO Box 6021 

Columbia, MO 
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GLOUCESTER 
COMPUTER DUS 

Promqueen $199 

Despite the fact that the company's 
name sounds like a rapid transit 
system for mainframes, the product 
has nothing whatever to do with 
transportation — unless it's transports 
of delight. The Promqueen is a pro- 
grammer's tool that will allow you to 
write in machine language, burn 
EPROM's and create your own video 
game cartridges for the VIC-20. Yes, 
your own cartridges — not disks, not 
cassettes, but bonafide cartridges. 
The system includes a ROM emulator 
which permits testing software in- 
circuit before actually burning the 
program into an EPROM (which, by 
the way, is what the inside of a car- 
tridge is composed of). It offers 4K of 
RAM (about the amount found in 
most cartridges) for program 
creation and development. 
One Blackburn Center 
Gloucester, MA 01930 
(617)283-7719 



MOUNTEBANK 
PRODUCTS 

GomeScreen $39.95 

New hope for video game addicts! If 
you have more trouble than you care 
to admit dragging yourself away from 
your game system, perhaps you need 
some outside help. GameScreen can 
provide it for you. The GameScreen 
unit is a compact black box which, 
using a key and secret code, can be 
programmed to shut off your game 
system after an hour of gaming. Any 




attempt to tamper with the unit will 
result in its shutting off altogether. 
This is a self-help product for those 
who are serious about cutting back 
the number of hours spent playing. 
Mountebank Products 
3757 Wilshire Blvd, Suite 202 
Los Angeles, CA 90010 
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GENERAL TIP 

Before you try any game, watch 
other people play it. Don't keep 
your eye on the Pac-Man, the 
Q*bert or the central character. 
Watch the aliens or your enemy. 
See how they move. If you know 
your enemy, you can defeat it. 
Troy Davidowlch 



PITFALL! 

Pitfall! is a fun game. When 
you play, you should always go 
to the right. You'll get more 
treasures that way. 

Steve Pallante 



DONKEY KONG 

In the ColecoVision version, if you 
get right under the hat on the bot- 
tom floor of the rivet board and 
jump, the hat will disappear and 
give you 300 points. I don't know if 
Coleco intentionally added this to 
their cartridge or if it was a mistake. 
Greg Wayne 



DEMON ATTACK 

Split the demon that's firing at 
you into two then shoot the one 
that's not firing at you. When you 
hit it, the other of the pair will dive 
and try to leave the screen at the 
bottom. Shoot him. He's worth the 
most points. Also, you might notice 
the next large demon won't drop 
down to fire at you until both of the 
pair are gone. You can use this to 
your advantage on the waves where 
the initial demons are very small. 



Since they are more difficult to split 
up, try hitting only one of the 
previous pair and, while his twin is 
diving, break up the next demon 
before he starts firing at you. 

Terry Vaughn 




ORIENT EXPRESS 

I have discovered a way to get into 
compartment five without having to 
have a key. Aren't you jealous? 
Don't be. I'll tell you. When 
the border patrol boards the 
train at the Turkish frontier, 
give him the uneaten portion 
I of the pate you picked up in 
I compartment four. (I don't 

II know why he wants it, but he 
always does). This will enable 
you to gain immediate access 
to compartment five as well as 
aid you in staying on your diet. 
Ernest Frimbo 



KADOOM! 

Don't catch every bomb! Drop the 
last bomb in the sixth wave on pur- 
pose. You'll rack up more points this 
way. I did. 

William Rickel 



TURDO 

When cars go into the "valley" 
they disappear but they reappear in 
the same part of the road. If you see 
somebody go into the valley, steer to 
the other side of the road. 

Bobby Winogrand 



DIG DUG 

Never drop a rock on a monster 
unless it has been stunned. Always 
go for the bonus food. Using this 
strategy, I have attained scores of 
300,000 and higher. 

Steve Taylor 



MS. PAC-MAN 



Save the tunnel dots for the end 
of the board. You can scarf up all 
four, barely touching most of the 
playing field. At the start of the 
game, try to vacuum out all the 
dots on the lower half of the field 
first, because the ghosts (for some 
reason known only to them) head 
for the top. 

Tom Keller 



TEMPEST 

When I play Tempest, I wear one 
of my mother's rubber gloves on my 
right hand. Usually my hand sweats 
and slips on the wheel, but with the 
glove I have a much better grip. 

Nina WaJlinsky 



Do you have a tip for your favorite 
game? If it's good, we'll print it in 
Reader's Tips. Send tips to: Elec- 
tronic Fun, 350 E. 81st St, New 
York, NY 10028. 
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Exclusive built-in screen for real 
arcade play - No TV set needed! 

A revolutionary breakthrough! Only 
Vectrex delivers fantastic real arcade 
sights, sounds and challenge. Unlike 
Atari and Intellivision, Vectrex has a red 
arcade screen and sound system built in! 
NoTV set needed! Real arcade controls 
too: a 360° self-centering joystick and 
four action buttons put power-packed 
fun at your fingertips! 

An arcade full of favorites! 

The fast-paced fun of Mine StorrrTvs built 
into the Vectrex console. And for more 




new Vectrex games like Clean Sweep'," 
HyperChaseT Cosmic Chasm™and many 
I ' many more . With still more on the way! 

Convince yourself! 

* / Compare the Vectrex Arcade System 
with any ordinary home video game 
system . Youll discover why most Atari 
and Intellivision players say Vectrex 
plays more like real arcade games than 
their own systems! 



real arcade variety, plug in Vectrex car- 
tridges like Berzerk,' ' Scramble* Rip Off 1 
and Armor Attack.* Or choose exciting 



Brings Real Arcade Play Home ^ 
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Mattel ploys arcade game 




live in Canada and I want to know something 
I about the keyboard component for Intellivision. Is it 
a good computer? What are the characteristics, 
e.g. memory? Do you have any pictures of it? Let me say 
something else. Your magazine is one of the best on video 
games and computers. 

Daniel Bisaillon 

Montreal 

(similarly Danny Tharp, Palo Alto, CA and Paul Ens, 

Saskatchewan) 

There are two new attachments for the Intelli- 
vision and Intellivision II master components, 
both part of the new Entertainment Computer 
System. First, there's the long-awaited Intellivision 
Computer Adaptor which connects directly to Intelli- 





I enjoyed reading your new magazine ELECTRONIC 
FUN. I would like to know the addresses of the 
following companies to learn mare about the field: 
Dally/Midway, Williams and Warner Communications. 

Lloyd Weser 
Whitestone, NY 

^g\ Okay. Here they are: Bally/Midway, 2640 West 
f tl 1 Belmont Ave -< Chicago, IL 60618; Williams 
LF-LJ Electronics, 3401 North California Ave., 
Chicago, IL 60618; and the Atari Division of Warner 
Communications (which, Lloyd, is the division I think 
you're interested in); Atari Inc., 790 Sycamore Dr., PO 
Box 906, Milpitas, CA 95135. Warner Communica- 
tions is a huge con- 
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glomerate incorporating 
DC Comics, movies and 
so forth. If you're in- 
terested in video games, 
then Atari is the branch 
you need to write to. 



m 



vision and Intellivision II. It has 2K of additional RAM 
which accounts for the enhanced graphics and 12K of 
additional ROM which includes a built-in BASIC 
language. A sound generator increases the sound 
channels to six and it accepts a whole new line of In- 
tellivision peripherals. The unit has a 49-digit key- 
board and can be programmed to perform any com- 
puter function. In addition, the keyboard allows the 
user to change any aspect of the games designed for it 
such as graphics, skill level and game action. Some of 
the games for the computer attachment include World 
Series Baseball, Mind Strike, Scooby-Doo's Maze 
Chase and Astromiislc, a musical version of 
Astrosmash. 



I recently bought o 
ColecoVision. I think 
it's great and Coleco 
has a good selection of ar- 
cade games. But, will they 
come out with my all-time 
favorites, PAC-MAN and 
MS. PAC-MAN? If not, will 
they come out with 
any of my other favorites such as MAKE TRAX, FROG- 
GER or DONKEY KONG JUNIOR? Blair Boodway 

British Columbia, Canada 

£\ As far as Pac-Man, Ms. Pac-Man 
\Xf 1 and Frogger go. I'm afraid 
I. M ! Coleco will never be able to 
come out with a ColecoVision ver- 
sion of them. The licenses to those 
games are owned by Atari and Par- 
ker Bros, respectively and unless those 
two companies decide to put together a Coleco- 
Vision format, you'll have to be content playing 
them on the Atari expansion module. 
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Make Trax and Donkey Kong Junior are 
another story. According to Coleco, the rights 
to Donkey Kong Junior have already been procured 
for both the handheld version (which should be 
available now or within the month) and for cartridges 
for all three systems — Atari, Intellivision and Coleco- 
Vision. Make Trax, well, there are no plans. 




What was the first video gome built for on arcade? 
Who was the manufacturer and designer? 

Dobby Hebert 
Saugus, MA 



s£\ According to our outside sources, the first 
Flu arcade game built for an arcade was called 

L.I Computer Space. It was designed by none other 

than Nolan Buhsnell and manufactured by Nutting 
Associates. 






| Why hosn't Mattel entered the arcode gome licens- 
Jlng battle? In two years they haven't gotten the 
"— L/ rights to any arcade games. How can they expect 
to remain ohead of ColecoVision which already has licenses 
with three companies. Also, has Coleco passed Mottel to 
take the number two spot and, if not, how long before 
they do? 

Croig Miles 
Winthrop, MA 

As of now, Mattel has entered the arcade race. 

One of the games planned for release in 1983 is 
I Burger Time. As far as what spot ColecoVision 
is in, most insiders agree that Mattel still has an edge 
but ColecoVision is gaining. But keep your eye on In- 
tellivision's new master component Intellivision II and 
the keyboard add-on. We'll have to wait and sec. 



If Coleco mokes DONKEY KONG for Atori, why oren't 
I the graphics as good as DONKEY KONG for Coleco- 
Vision? And why doesn't the Atari version hove a 
third (elevator) level? 

Billy Londou 
Chino, CA 

x"\ The graphics are not as good because the Atari 
tYt ) VCS simply doesn't have the memory capabilit- 
LH. ies that ColecoVision has. The more memory a 
machine has, the more sophisticated the game can be 
in both play and graphics. This is also the reason why 




the Atari version doesn't have the elevator level— not 
enough memory. Coleco says that all the cartridges 
they make are developed to use to the maximum 
whatever capabilities the hardware can accommodate. 




r £jrj The last time I was in my orcode I put two quarters 
^i^B on top of DEFENDER to reserve two turns. The kid 
^| Y behind me said I could only put one quarter on the 
machine. He got so mad he shoved me into the machine and 
the kid who was playing got eaten. Not only that, but both 
my quarters fell on the floor and rolled under the machine. 
Then there was o big fight between me, the kid behind me 
and the kid who got eaten. The owner threw us all out. My 
question is, I wont my fifty cents bock. 

Peter Doiton 
New Brunswick, NJ 

We asked Michael Blanchet about the proper 
J strategy for dealing with this one. He said, if the 
I kid behind you is bigger than you are, never put 
down more than one quarter. As far as the quarters go, 
tough luck. Be happy your head didn't roll under the 
machine, Blanchet says. 




t» 






I om considering buying o ColecoVision but I also 
wont o full-fledged computer. How good ond how 
much will the Coleco computer for ColecoVision be? 

Robert Decker 
Californio 

Coleco says that the computer add-on will add 
48K of memory to your ColecoVision console 
and will cost under $100. 



Do you have a question about video games or 
computers that needs answering? Send your 
questions to: Electronic Fun, 350 E. 81st St New 
York, NY 10028. 
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THERE'S NO ESCAPING 
THE EXCITEMENT! 

The human race has met its match! 

The Beebots of Bern and their Killer 
Bees have invaded! Conventional 
weapons do nothing! Nuclear weapons 
do nothing! 

Where do we run? Where do we 
hide? 

Saving the earth is in your hands! 

Your only defense against the 
Beebots is the sting of your earth bees. 
Your only defense against the Killer Bees 
is your Rosha Ray You have 26 different 
levels of challenge. Each one faster and 
tougher than the one before. High-level 
digital scoring with memory. Exciting 
sync-sound action when played through 



the Voice of Odyssey.® For one or more 
players- but players who can take it. The 
excitement is endless! 




Over 52 games 
available. 
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GAMES ARE 
GOOD FOR YOU 



There's been quite a 
reaction in the video game 
community to the Surgeon 
General's slurs against our 
favorite pastime. Not 



quarters had gotten good 
at the game, routinely 
scoring 1,000,000 or 
more. In addition, a feeling 
of camaraderie developed 




ZAXXON: Source of good will among rats? 



about to take this lying 
down, a number of private 
research firms have under- 
taken the task of proving 
him wrong. The most re- 
cent study took two groups 
of rats and placed one in a 
closed room with the ar- 
cade version of Super Zax- 
xon and an endless supply 
of quarters. The other was 
placed in a room with the 
same game, but with no 
quarters at all. After 72 
hours, the scientists found 
that the gorup with the 



within the group with 
several rats marrying and 
several more promising to 
"keep in touch" once the 
experiment had ended. 
The other group, however, 
became belligerent and 
resorted to name calling 
and general sulking. The 
conclusion is that video 
games are better for you 
than not having any quar- 
ters at all and that if you 
brush your teeth after 
every meal you're less like- 
ly to develop cavities. 



* * * Monthly Contest * * * 



The winner of our 
January contest was John 
Somrod of Milwaukee, 
Wisconsin. John wins the 
cartridge of his choice for 
doing a lot of damage to 
Berzerk. This month . . . 
Communist Mutants 
From Space, by Starpath. 
The reader who sends us a 
clear photo of his or her 
TV screen with the 
highest Commie score by 
April 15, 1983, is the win- 
ner. Send entries to: April 
Contest, Electronic Fun, 
350 E. 81st St., New York. 




Berzerk 



NY 10028. Good luck! 
And don't use that flash! 
It'll wash out the screen. 



Will Dig 
Homes Meon 
Dig Gomes? 

More and more, the 
video game companies are 
going for the big names. 
Coleco has acquired the 
rights to Rocky, Wild 
Western, Frenzy, Mr. Do!, 
Pepper II, Looping. Data 
Age, in addition to their 
much publicized Journey 
Escape game, plans to 
make games based on Mr. 
Bill (the hero of the old 
Saturday Night Live) and 
Mr. T. (Clubber Lang in 
Rocky III). DataSoft has 
licensed the TV show 
Dallas for comptuer 
games. Mattel has nabbed 
the arcade hit Burger- 
Time plus The Jetsons, 
Magilla Gorilla, Quick 
Draw McGraw, Yogi Bear, 
Huckleberry Hound and 
Top Cat. Odyssey will be 
making a home version of 
the arcade game r I\irtles 
and another called P.T. 



Barnum's Acrobats. 
Atari, last but not least, 
will be turning the Sesame 
Street characters, Mickey 
Mouse and the Peanuts 
comic strip into games. 




Coleco's Rocky 



EF HAS A 
WINNER 

Thanks to Noel Steere, one 
of EF's regular reviewers, 
EF beat Phil Wiswell at his 
own game in a Galaxian 
play-off. 
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ALL-PROSE GAMES 
FROM INFOCOM 




Starcross — all-word space game. 



People are always talk- 
ing about the graphics of 



video games arid com- 
puter games. But at least 



one company, Infocom, 
makes games that rely 
solely on the printed word. 
Prose games such as 
Zork, Starcross and 
Deadline, put players in a 
verbal situation and let 
them type in their choices 
and solutions in complete 
sentences on the key- 
board. In Zork, now in its 
third edition, you meet the 
Wizard of Frobozz in the 
Great Underground Em- 
pire where your destiny 
hangs in the balance. In 
Starcross you encounter 
helpful and harmful aliens 
in the 22nd century. In- 
focom' s prose games are 
compatible with Apple, 
Atari, IBM, Radio Shack, 
Commodore, NEC, and 
Osborne computers. 



One of our readers, Jan 
T. Miller of Hurst, Texas, 
sent us these little 
thoughts to brighten our 
day... 

Fat Friend 

We use to be impressed 
By Super Heroes flying 
stunts. 

Now the kids are spell- 
bound 

Watching Pac-Man eat his 
lunch. 

Hooked 

I bought a home computer 
So my tax would not be 
wrong; 

I hope by April eighty- 
three 
I've tired of Donkey Kong, 

Depreciotion 

Dad appreciates good 
grades 

In dollars, which we earn- 
ed. 

But we'd settle for some 
quarters 

For computer games 
we've learned. 



Nome The U.S. Gome And Win 



The name of this game 
is Name This Game. If 
you can come up with 
anything better, you 
should send it off to U.S. 
Games, because they'll 
pay you $10,000 if they 
choose it. In the game. 



topus. The second prize 
will be $3,500, the third 
prize will be $1,500 and 
the fourth prize will be 
given to one hundred win- 
ners—six U.S. Games car- 
tridges. Hurry! The dead- 
line is April 30, 1983. For 




you're a diver who has to 
protect a cache of treasure 
from a circling shark and 
a slowly descending oc- 



an entry blank, write to 
U.S. Games. 1515 Wyatt 
Dr., Santa Clara, CA 
95054. 



Six For 
The 4077th 

When Fox introduces a 
game, they don't fool 
around. M*A*S*H, their 




Jamie Farr 



new game based on the 
TV series that was based 
on the movie that was bas- 
ed on the book, will be 
released in six formats 
next month. If you own 
the Atari 2600, the Atari 
400/800, the Commodore 
VIC-20, the TI 99/4 A, In- 
telli vision or ColecoVision, 
you're in luck. Jamie Farr, 
who plays Klinger, is the 
official spokesman for the 
M*A*S*Hgame. 

Atari Anyone? 

If you like tennis but find 
that the news doesn't keep 
you up to date enough on 
who is the top seed. Atari 
has solved your problem. 
The Atari 800 is now the 
official computer of the 
Association of Tennis Pro- 
fessionals (ATP) and will 
be used to keep track of 
who's on top when. A con- 
stantly updated list of the 
top players will be kept on- 
line at all times covering 
tournaments played on all 
surfaces. 
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TURN YOUR VCS INTO 
A COMPUTER 



Atari VCS owners no 
longer need to toss their 
systems in the garbage 
when they're ready for a 
computer. A number of 
companies, including 
Entex and Unitronics, are 



computer. The Unitronics 
Expander will accept 
games on cassette tape 
which will sell for less 
than $15 each. The Ex- 
pander and the Expander 
II (which will interface 




Unitronics Expander 



coming out with devices 
you plug into the VCS to 
turn it into a 16K home 



with keyboard) will be 
available in June with a 
price of $60 to $80. 



Commodore 
Soft wo re 
Spree! 

Owners of the Commodore 
64 ($595) computer are in 
for a field day. The com- 
pany has announced the 
release of two dozen new 
software programs for 
1983 that will be available 
on cartridges, floppy 
diskettes, and cassette 
tapes. Among the software 



will be two languages, two 
word processing systems, 
and electronic spread- 
sheet, mailing list, finan- 
cial analysis, graphics plot- 
ting and music programs. 
The programs belong to 
the "Easy Software" series 
(EASYCALC, EASY- 
SCRPT, etc.). 

Also, cartridges for the 
Commodore Max Machine 
will fit the 64, so you can 
play hit games like Gorf, 
Omega Race, Ktckman 
and Wizard of Wor. 



Hn\A/ CtCM^r^ 
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Master. This chart will tell 
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because it makes it diffi- 


you how you rate in certain 


Are You? 




cult to determine what is a 
good score. But now. 


games. 

For more information. 


Since video game 


scores thanks to the American 


write the AVAA at: Badger 


are not standardized, 


a Video Athletic Associa- 


Office Bu 


((ding. 120 W. 


great score in one 


game tion, 


we have a gauge 


Mifflin. 


Madison. WI 


may be just average 


in —The 


Video-Tac Level 


53703. 






"DEFENDER" 


"COMMANDER" 


"INVADER" "AVENGER" 


Donkey Kong 




10,000 


60,000 


120,000 


300,000 


Tempest 




30,000 


120,000 


200,000 


320,000 


Poc-Mon 




8,000 


35,000 


80,000 


300,000 


Defender 




12,000 


50,000 


600,000 


2,000,000 


Centipede 




12,000 


75,000 


150,000 


500,000 


Frogger 




6,000 


20,000 


50,000 


100,000 


Tron 




5,000 


50,000 


100,000 


500,000 


Gologo 




10,000 


75,000 


180,000 


500,000 


Missle Commond 




80,000 


60,000 


150,000 


300,000 


Zoxxon 




7,000 


25,000 


80,000 


300,000 



Now's Your Chance! 
Be A Game Designer 

Two companies are 
looking for games 
designers. Sirius Soft- 
ware, makers of such fine 
games as Sneakers, 
Wayout and Wavy Navy, 
is looking for ! ' talented 
assembly language pro- 
grammers and program 
submission for the Atari 
2600, 5200, 400, 800, Ap- 
ple II, Commodore VIC-20, 
64, IBM-PC, Intellivision 



and ColecoVision." They 
also pay a finder's fee for 
discovering a new 
designer. RSVP Software 
is "seeking games with an 
original concept that will 
utilize the outstanding 
features of the Commo- 
dore 64." 

Quote of the 
Month 

"I thought Donkey Kong 
was something I stepped 
in." 

Jamie Farr 
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The father of video gomes has o ne 

The history of technology is full of a strange mixture of science and silliness. 
You can start with Archimedes, running naked through the streets of Athens 
shouting "Eureka!" after he'd made a momentous scientific discovery— while 
taking a bath. When Edison invented his "talking machine" he could have im- 
mortalized man's first recorded words by reciting Shakespeare, but no. Far from 
waxing eloquent on his wax cylinder, Edison ushered in the new era of sound by 
reciting Mary Had A Little Lamb. 
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Nolan Bushnell 



So when 
BOB made 
his first 
public ap- 
pearance a 
little while 
ago, it was 
not too sur- 
prising that 
after walking 
to center 
stage with his 
■" rolling gait 
— or, since he is on wheels, rolling 
to center stage with his walking 
gait — his first words were also not 
Shakespeare. He said, "Hello, 
Nolan. Hello everybody. My name is 
BOB and I'm a day old. I'm very 
clever, but I don't do windows." 

BOB is a robot, or as his "daddy," 
Nolan Bushnell, would like us to 
call him. an androbot . He is a com- 
bination of android and robot, 
which sets him apart from all the 
industrial robots that build Toyotas 
and handle radioactive waste 
—machines with a lot of brawn and 
not much brain. BOB has a mind of 
his own. 

A Living Legend 

So, of course, does his creator. If 
Nolan Bushnell had a sidekick with 
a guitar. "The Ballad of Nolan 
Bushnell" would be on the Top 40. 
He's the man who invented Pong. 
who founded Atari, the new King of 
the Wild Frontier. For Bushnell. the 
Wild Frontier is now the field of 
robotics and artificial intelligence. 
and as crude as he says his robots 
are, Bushnell is happy enough with 
them that he is offering them for 
sale. For $2,500. BOB can be yours, 
and his little brother TOPO can 
hook himself up to your Apple II for 
a mere $1,000. By 1995. says 
Bushnell. the family robot will be a 
more important purchase than the 
family car. 

"The nature of utility." he says, 
"and useful things in general, 
starts with frivolity. A lot of people 
don't make that connection. They 
don't realize that the automobile 
came about because it was a big 
gas. The telephone was considered 




This is BOB, the broin-on-boord androbot. On the facing page, TOPO and friends. 
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a toy. The home computer was con- 
sidered a frivolity; the space pro- 
gram, too. The electric light bulb, 
every meaningful thing has to go 
through that step. And if you start 
with that premise ... I mean, is that 
a bad way to approach things?" 

Still, there's a serious — even awe- 
some—side to BOB. Unlike the 
robots we've seen at shopping 
center openings and conventions, 
the kind who gather a crowd while 
some controlling "Wizard of Oz" 
hides behind a curtain. BOB is an 
autonomous thinking machine. 
Given the limitations of his pro- 
grams, he decides for himself what 
to do and when to do it, and as he 
gets smarter (he learns as he goes 
along) he'll become more and more 
human. Yes, BOB is the prototype 
for C3PO and R2D2. 

His name is an acronym for Brain 
on Body or Brain on Board— the 
people at Androbot Corporation arc 
not sure which they like best. 
BOB's brain is as powerful as six 
Apple II computers. He's equipped 
wtih light and heat sensors and 
sonar, as well as a cassette player 



that gives him a voice. Since syn- 
thesized speech is still in the Stone 
Age, his inventors decided he would 
be far more appealing if he had a 
recorded human voice rather than 
one generated electronically. Right 
now, his voacabulary consists 
mainly of one-liners. BOB was 
designed for the sole purpose of be- 
ing cute. 

Alien Experience 

If you have trouble with this, im- 
agine yourself as a visitor from 
another planet where intelligent life 
forms do not have to grow up, but 
emerge in a fully adult stage with 
all their intellectual faculties intact. 
If you were to come to Earth and 
see cuddly little babies, you might 
have a hard time figuring out their 
role in society, or why adults re- 
spond to their every need. That's 
more or less the way Bushnell feels 
about BOB. 

"An androbot can do anything, 
everything." he says, "but he's 
very, very young. He needs to grow 
up. and he will. I believe in the next 
few years, as a matter of fact, that 



the intelligence of an androbot — 
which is now in the neighborhood 
of six months to a year — will pro- 
bably grow at a two to one speed. 
That is, he'll probably gain almost 
two years of intelligence for every 
year of manufacturing, until he's 
the equivalent of six to eight years 
old, intellectually." After that, cer- 
tain "selective intelligence" 
capabilities will continue to 
grow— he'll be a whiz at math, for 
example— but in the area of what 
we might call "wisdom," he will not 
grow much, although Bushnell 
does not completely rule out that 
possibility either. There are still too 
many surprises in store. 

Even at the tender age of a few 
months. BOB constantly amazes 
Bushnell and his colleagues in the 
Androbot laboratories. "We're find- 
ing that he's much less predictable 
than we originally anticipated," he 
says. "He's really starting to have 
personalities. For example, take the 
way he likes to search for things. 
Same robot, same program, same 
everything. One day he'll come into 
the room and he'll sweep wider, or 
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favor the left, or favor the right- 
just different ways of dealing with 
things. That's when you start lov- 
ing the little bugger." 

Building an artificial intelligence 
machine is not like building a sim- 
ple computer. No matter how quick 
they are, computers are essentially 
apathetic— they couldn't care less 
what's out there, just what you feed 
them in here. But to give a machine 
intelligence, you have to build in 
something that's still a mystery, 
even in humans— curiosity. 

What's it like being BOB? That's 
something the Androbot engineers 
ask themselves all the time. 
Bushnell has tried to put himself on 
BOB's wheels mentally. "It's deal- 
ing with a world in which you have 
a rubber stick on a starless, 
moonless night. You have percep- 
tions of objects, and you test and 
feel, but it's still a rubber stick, so 
you never have firm data. We're do- 
ing more work like that with BOB, 
trying to blot out our cognitive 
powers. We'll carry him into a 
strange room, and the information 
he's getting will come on the 
screen. Instead of saying, 'How do 
we deal with this.' we'll just work 
with what he gives us. You have to 
do it that way. almost. 

"People often look at the sensors 
and say, 'Well, that's pretty easy.' 
It's not, really. He's getting a 
tremendous amount of garbage in- 
formation. Humans learned to 
disregard that a long time ago, but 
BOB still has to learn what to dis- 
regard and what's real information. 
He has to get a feel for what's out 
there, and make each decision 
based on that feeling." 

TOPO will play games, 
help out around 
the house, entertain 
at parties, help with 
your homework, and unlike 
your little brother or sister he won't go 
through your room and mess up your 
stuff. You control him with a radio joy- 
stick hooked up to a computer, 
or he'll follow a program. 



In the beginning of his work with 
robots, Bushnell says he had a 
problem with saying things like. 
"BOB likes to do it this way." Now, 
he says, he's quite comfortable with 
those phrases, and even believes 
they are scientifically valid. "For all 
we know, what we call 'personality' 
is in fact the same thing as what 
these creatures with artificial in- 
telligence display. The reality is, we 
should start to deal with them as 
autonomous creatures right now." 

'Something Else" 

It's not that he's experi- 
menting with which way 
works best, says Bushnell. 
"There's something else 
going on. There has to be. 
because the learning aspect 
of the programs are not that 
well honed at this point. We're 
seeing real artificial intelligence." 
If that sounds like a contradiction in 
terms, it's probably one we're all 



going to have to adjust to in the 
near future. 

Unlike BOB. the other Androbot 
creation, TOPO is the slave of an 
external master. In his case it's an 
Apple II, although a version for 
Atari. Commodore^ 
and the Timex Sin- 
clair computers 
isn't too far off. 
TOPO's name 
comes from 
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topology, the study of surfaces, 
since moving around on them is 
one of the things he does best. Both 
BOB and TOPO ride around on two 
obliquely mounted wheels. This 
carriage assembly causes them to 
rock as they move, but otherwise 
affords them an impressive degree 
of stability. The Androbot designers 
believe that a stair-climbing robot 
will have to have a spider-like, six- 
wheeled carriage. 

TOPO is connected to his out- 
board computer by a radio trans- 
mitter—the same kind used to con- 
trol model airplanes. You can either 
program his movements into the 
computer and let it run, or control 
him directly with a radio joystick. It 
would be a simple matter, for exam- 
ple, to program TOPO to patrol 
your apartment while you were out. 
Fitted out with a burglar alarm or a 
smoke detector he'd make a very ef- 
ficient security guard, and he'd 
never ask for a night off. 

Obviously the King of the Wild 
Frontier is not interested in the 
home security business. Even with 



his outboard computer, Bushnell 
says, "TOPO is going to end up 
becoming much more like BOB. 
What we have here is something 
that has most of the capabilities, in- 
tellectually, of a very, very small 
child. So there are all sorts of in- 
teresting games that can be played. 
Hide and seek, for example. I know 
people don't like war games, but 
you could equip TOPO with a little 
light pistol. You wear a medallion 
and he wears a medallion, and you 
run around the house trying to see 
who will get the other guy first. 
Couldn't you see people like Activi- 
sion coming out with a hide and 
seek cartridge for TOPO?" 

Lots Of Personality 

BOB, meanwhile, will have multi- 
ple cartridge capabilities, or as 
Bushnell puts it, "multiple kernels 
going on at the same time. That will 
make him smarter than any Apple 
or IBM or any of the small com- 
puters. You'll be able to change the 
randomness— make him aggressive 
or passive— and he'll play the game 



much differently each 
time. You find some funny 
things when you get into 
artificial intelligence. Take 
hide and seek. Does he go 
as fast as he can and look 
everywhere, or is he very 
pensive, trying to correlate 
all the data that he has?" 
In addition, there are all 
the learning applications 
the androbots can be used 
for. When you buy your 
TOPO. you'll be able to get 
a voice module for another 
$200. Program your Apple 
to instruct you in the 
multiplication tables, or 
French, or Assyrian 
paleography, hook it up to 
TOPO, and you have a 
dandy teacher who's 
much more fun than a 
boring old TV screen or a 
strict professor who does a 
lot of yelling. Add some 
voice recognition a cou- 
ple years down the road and you 
might forget you're talking to a 
computer. 

Somehow, though, the "beer pro- 
gram" is the one that seems closest 
to Bushnell's heart. In fact, while he 
says he is willing to let someone 
else design what will be the V1SI- 
CALC for the androbot— and make 
the designer $100 million— Bush- 
nell is saving the beer program for 
himself. What is the beer program? 
What else? As you sit comfortably 
in your chair watching Monday 
Night Football, TOPO or BOB will 
go to the fridge and get you a beer. 
As he gazes in rapt admiration at 
his androbots, Bushnell says, "Look 
at those things. I'd almost like to 
put an Atari VCS with a 12-inch 
screen over there, let 20 kids come 
in, and see which one they play 
with. I mean. I know the answer. 
But before I get too carried 
away— the real thing about these 
guys is that Dad's going to want his 
robot. Dad really, seriously, wants 
to be waited on." 

Continued on page 96 
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IF STRATEGY ISN'T YOUR GAME, 
CRYPTS OF CHAOS WILL EAT YOU ALIVE. 



It took the master at Fox video games 
to create Crypts of Chaos — the new 



the mind of a sorcerer. It's a dark 
— I fantasy world of wondrous wizards 

and terrible trolls. There is treasure 

there. But to win it you will have to 

be very very clever. 
I For it's guarded by 
K? dragons. And they 
Jf have had their fill 

of witless players, 



FOR YOUR ATARI VCS. 
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We've waited and waited and here it is at last . . . Intellivision II and its array 
of peripherals and add-ons. You Intellivision owners can stop biting your nails, 
though. Its all compatible with the original unit, right down to the computer 
adapter and game cartridges. 

So why a new Intellivision? For one thing, it's spiffier than the original For 
another, what better way to entice owners of other systems — and those who 
don't own any system at all— to switch to Mattel than by offering something 
new? Here's your chance to be first on the block all over again! 




By Michael Blanchet 

When Mattel introduced Intelli- 
vision a few years back, its high list 
price (around $250) probably 
scared off more than one potential 
purchaser. Since price was the de- 
ciding factor in the buyer's mind in 
the early days of video gaming, the 
cheaper Atari VCS got the lion's 
share of the market. Zeroing in on 
the gamer's insatiable craving for 
sophistication and his purse 
strings, which are now tighter than 
ever, Mattel has reissued the Intelli- 
vision console. In keeping with the 
parameters of a true sequel, the set 
has been christened, what else but 
Intellivision II. 

Gasp! Does this mean that Mattel 
is forsaking all those present In- 
tellivision owners who put their 
trust and dollars in the words of 
George Plimpton? Fortunately, no. 
Intellivision and its upgraded 
counterpart are identical in as far as 
compatibility of software is con- 
cerned. The new set will merely 
supersede the old on retailers' 
H^ shelves. The main dif- 
ferences are the size, look 
and the price. According to 
Mattel exec Peter Pirner, 
the new master component 
"will probably retail for 
well under $200." The 
original currently sells in 
the $150-$ 175 range, 
thanks largely to the 
generous rebate offer. 

The new console is more 
compact than the first. 
Its grayish body, 
well accented with" 
red and fiat black trim, makes it 
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New, (clockwise, top left) ARCTIC SQUARES, VECTRON, SHARK SHARK, DURGERTIME 



look more like a sophisticated elec- 
tronic device than a piece of Chip- 
pendale period furniture. Its smaller 
size also guarantees that it will not 
dominate your living room to the 
extent that its predecessor did. 

A Face Lift Isn't Enough 

A face lift is all well and good, but 
this alone doesn't necessarily mean 
the gamer is getting more value for 
his dollar. Electronically, the set re- 
mains unchanged. Intellivision II 
uses the same 16-bit microproces- 
sor found in the original master 
component. The improvements (if 
you can call them that) are physical 
design changes to tailor the 
machine to the needs of the player. 



The on/off/reset switch combines 
all three of these functions into one 
button. Positioned prominently in 
the lower left hand corner of the 
console, this is a definite improve- 
ment over having the reset on the 
hand controller keypad. As a re- 
minder for gamers who tend to 
leave their sets 
burning through 
the night. It has 
an on/off indicator light. 

Where Intellivision could stand 
some real improvement is with its 
game controllers. Die-hard Intelli- 
vision owners, after much practice, 
are probably accustomed to the 
quirks of the infamous disc con- 
troller, which requires the nerves of 



s who tend to 
r light. 
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a diamond cutter 
and the hands of a brain 
surgeon to operate accurately. It is 
with much sadness that I report 
that the same keypad disc con- 
trollers are included with Intelli- 
vision II. At least they are now 
detachable, so if they malfunction 
you won't have to ship the entire 
console back for repairs. 

Since the controllers are detach- 
able, Intellivision is now fair game 
for the growing number of replace- 
ment controllers currently flooding 
the market. Though no one com- 
pany has announced plans to 
develop an Intellivision II replace- 
ment controller, Discwasher — 
which currently offers the Point- 
master, an Atari VCS replacement 
stick— hints that it will have con- 
trollers available "for other 
systems" by June of this year. Mat- 
tel also plans to offer its own joy- 
stick for Intellivision II, complete 
with three-and-a-half-inch shaft, 
top mounted firing button, and 




four side action buttons positioned 
on the base of the housing. Accord 
ing to Mattel the joystick can be 
used in conjunction with all 
Intellivision games. 

Early Intellivision 
games, such as the 
sport and strategy 
offerings, required 
the player to punch 
in special codes via 
the keypad during 
game play. To some, 
this is sophistication 
in gaming. To others, 
this system is a bur- 
den—an unneces- 
sary step that ham- 
pers the continuity 
and flow of game action. It is not 
uncommon for a first-time Intellivi- 
sion user to spend more time look- 
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ing at the keypad and the instruc- 
tions than the TV screen when try- 
ing to learn a game. The current 
trend in Intellivision-compatible 
software— games staged in real 
time— means that the play action is 
no longer dependant to a great 
degree on the keypads and the 
esoteric codes. So I'm puzzled why 
Mattel went with the keypad and 
disc controller this time around 
when the joystick is clearly the 
superior device. 

Peripherals Galore 

Aside from being detachable, the 
new controller also has a longer 
cord, and the controller storage area 
in the console has been enlarged. 

For expandability and long life of 
the hardware, Intellivision II ranks 
high by virtue of the many peri- 
pherals and add-on modules Mattel 
now offers. The Intellivoice speech 
and sound effects generator, which 
was introduced last year, makes 
sound and speech an integral part 
of game play. It too has gotten the 




ii in ii 



i 



For the Atari VCS owner looking 
to upgrade to Intellivision II, Mattel 
now offers incentive in the form of 
the new Expansion system A, 
which makes all VCS compatible 
software usable on the new Intelli- 
vision console. The unit plugs into 
the Intellivision II cartridge recep- 
tacle and the VCS cartridge is then 
inserted into the expansion module. 
Positioned in front of the cartridge 
receptacle is a bank of switches 
which control the reset, left and 
right difficulty and game select 
functions. Two controller jacks are 
also included so that VCS owners 
can interface the joystick or paddle 
controller they currently own. Like 
its ColecoVision counterpart, Ex- 
pansion System A neither improves 
nor dulls the graphic quality of a 
VCS-compatible game; it merely 
serves as a translator. The 
original Intellivision (model 
#2609) will require a factory 
adjustment before Expansion 
system A can be connected and 
operated, but information regarding 
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cosmetic once-over. It's now grayish 
and boxlike and features a built-in 
volume control. 



the nature or cost of the ad- 
justments was unavailable at 
presstime. 
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As promised years ago, Mattel 
has finally introduced a computer 
keyboard add-on for Intellivision. 
The keyboard is just one of the 




P4 



many peripherals that comprise the 
Intellivision Entertainment Com- 
puter System package. 

Phase One of the Entertainment 
Computer System is the computer 
adapter and the keyboard. The 
adapter features built in BASIC, 
12K of ROM, plus 2K of additional 
RAM that expands the memory and 
sound-generating capabilities of the 
Intellivision II master component 
from three to six channels. The 
keyboard has forty-nine full stroke 
keys— that is, it is not a membrane 
keyboard like the ones used on the 
Atari 400 computer and the 
Odyssey 2 mainframe, but one that 
resembles a typewriter. 

No-Doredom Keyboard 

According to its maker, the 
keyboard promises to add a new 
dimension to video games. The 
computer keyboard can supple- 
■■ ment the hand controllers 
JH' by allowing the user to 
Wm S^ cnan g e different aspects 
J^^h of a game, such as the 



graphics or the skill level. 
To what extent the user 
can initiate change in a 
game's program is not 
clear at this time, but byj 
virtue of the computer 
adapter's added memory, 
the games will be more 

V complex in appearance and 
play action. With two addi- 
tional hand controllers, 
four people can play at one 
time. The extra controllers 
plug into the system's com- 
puter adapter. 
If you own an Intellivision now, 
the computer keyboard will work 
with your machine. If you don't 
own an Intellivision but are think- 
ing of buying 
another game sys- 
tem, you would 
probably want to 
test-drive the key- 
board and the 
games available for 
it before deciding. 

World Series 
Baseball, for exam- 
ple, which is the 
game George Plimp- 
ton has been pre- 
viewing on TV, is 
just as spectacular as it looks in the 
commercials. It doesn't put you in 
the ballpark— it puts you in your 
living room watching the Game of 




the Week. Screen One is the home 
plate camera, with an over-the- 
ump's-shoulder view of the pitch. 
When the batter makes contact, the 
screen follows the flight of the ball. 
Then another view takes over as 
the fielder makes the play. If your 
man should make it to first, you get 
a split screen effect so you can 
follow the pickoff action at first 
base. 

Sheer Willpower 

The version we played was still 
undergoing some refinements. Ac- 
cording to Mattle, the fielders, who 
threw the ball with what must have 
been sheer willpower, will actually 
hurl it in the final version. 

The computer keyboard isn't the 
only keyboard available with the 
Entertainment Computer System. 
The Intellivision Music Synthesizer, 
when connected to the computer 
adapter, allows the user to write 
original compositions or learn to 
read sheet music. Prepare for a sur- 
prise, because this keyboard is 
nothing like the small, self- 
contained music-making machines 
currently on the market. The In- 
tellivision unit has 49 standard 
piano-sized keys, making it suitable 
for serious musicians. 

Some innovative software from 
Mattel will amke learni music as 
mcuh fun as playing a video game. 
In fact, they have managed to incor- 
porate gaming into the learning 
process through a cartridge called 
Astromusic, which is the musical 
version of one of Mattel's most pop- 
Continued on page 94 




Three more new games for Intelli- 
vision II (and Intellivision) include 
MYSTIC CASTLE and OLYMPIC, shown 
on the left, and another adventure 
game TREASURE OF TARKIN. 
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UMI software.. .aworld of choices 



A World of Fun! They're hot! They're new! The 
exceptional graphics and challenging play of UMI's 
games have made United Microware the leader in 
arcade-quality recreational software. 
A World of Help! UMI has created programs to 
help professionals and homeowners "take care of 
business." UMI can make your life a little easier 
with word processing, information storage, finan- 
cial management, hobbyist programs, utilities and 
communication programs — all with easy-to- 
understand instructions. 
A World of Choices! All programs come on cas- 



settes or UMI's own durable cartridges, depending 
on your selection. If you're looking for fun, or for 
an easier way to manage your personal business, 
look to UMI . . . the leader you can trust. UMI 
products are available at your favorite computer 
products store. 

Dealer inquiries invited. 





United Microware Industries, Inc. 
3503-C Temple Avenue 
Pomona, California 91768 
(714)594-1351 
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HOME 

PITFALL! (A) (Activision) 
RIVER RAID (A) (Activision) 
FROGGER (A) (Porker Brothers) 
DONKEY KONG (A) (Coleco) 
DEMON ATTACK (A) (Imogic) 
DEFENDER (A) (Atari) 
PITFALL! (I) (Activision) 
REALSPORTS FOOTBALL (A) (Atari) 
SPIDER FIGHTER (A) (Activision) 
RAIDERS OF THE LOST ARK (A) (Atari) 




ARCADE 

1. JOUST (Williams) 

2. MS. PAC-MAN (Midway) 
0. Q* BERT (Gottlieb) 

4. SUPER PAC-MAN (Bally) 

5. JUNGLE HUNT (Taito) 

6. MOON PATROL (Williams) 

7. GALAGA (Midway) 
6. CENTIPEDE (Atari) 

9. DONKEY KONG (Nintendo) 

10. DONKEY KONG JR. (Nintendo) 



m 



arcade Top Ten courtesy of REPLAY MAGAZINE, the coir 
Bible. The list of Top Ten home games Is the result of on in- 
dependently conducted survey of retailers across the country. 
(A) indicates Atari VCS while (I) indicates Intellivision. 
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A game is 




From inspiration to installation 

In most firms, anyone who regularly sneaked away from the office during 
working hours would soon be consigned to the unemployment line. At Rockola, a 
manufacturer of coin-op video games, however, such behavior is welcome. "One 
of the best indications we have that a game we're developing is a success is if 
people in the company spend as much time as they can playing it, " explains 
Larry Gleason, manager of electronic engineering. "In fact we'd worry if no one 
flocked around it. It f s even a good sign if they kick the machine and swear at it, 
because that means they're getting very absorbed in the action. M 



By David Tuller 




Naturally, every 
arcade company 
would like to pro- 
duce games with a 
hypnotic draw ; games 
that wheedle quarter 
after quarter out of 
your pockets and 
games that make 
you kick and 
swear at them 
That's why 
most of them 
employ designers 
to come up with 
games that will do 
just that. But video 
games do not emerge 
full-grown from the 
minds of their de- 
signers. So where do 
they come from? Not 
cabbage patches and 
they certainly aren't carried in 
doctors' little black bags either. 
The process from first inspiration 
to final installation in your 
neighborhood arcade can take 
anywhere from six months to a 



year or even longer. 
And it is not generally an easy 
birth. Most games undergo such a 
laborious process of refining and 
testing and refining once more, that 
the final product often bears little 
resemblance to the initial concept. 
First there's the idea. A number 



of arcade games are based on 
well-known Hollywood fea- 
ture films such 
as Tron. Others 
are licensed 
games which 
were developed 
abroad— Pac- 
Man for example, 
gulped its way 
across the Paci- 
fic courtesy 
of Midway, which 
picked it up from 
Namco, a Japanese 
manufacturer. 
Most ideas, however, 
are generated in- 
house and many com- 
panies are open to sug- 
gestions, not just from 
programmers and 
engineers but from re- 
ceptionists and out- 
siders, all the way up to top-level 
executives. Exidy, for instance, 
had held contests to see who could 
come up with the most innovative 
gaime concept. And Atari em- 
ployees often leave the office for 
brainstorming sessions. 
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By il In the beginning 
was an idea. And 
the designer saw 
that it was 
really neat, so 
he created good guys, bad 

guys, laser 
blasters. On the 
second day he pro- 
grammed and 
wired him a circuit. 





The criteria forjudging an idea 
have changed drastically over the 
years. Most game makers try to 
steer clear of the alien shoot-'em- 
ups that dominated the business 
for so long. Sure, Space Invaders 
was great but everyone— including 
the most fanatic gamers— needs a 
change of pace now and then. The 
emphasis, therefore, is on new 
worlds to conquer and not on 
recycled variations on a single 
theme. Programmers now look to 
the unusual as well as the usual 
when brainstorming ideas for new 
arcade games. Almost anything 
goes — from the common to the un- 
common. In fact, many of the 
newer games are down to earth in 
that they don't include aliens at 
all— Burger time, for one and 
Blueprint and Hard Hat and even 
Pooyan. All of them feature every- 
day items though in not-so- 
everyday situations. 

With the success of Pac-Man, 
programmers have recognized the 
value of creating an appealing 
character that a player can identify 
with. And a game concept must 
also exhibit substantial potential for 



interesting strategic maneuvers as 
well as enough levels of increasing 
difficulty to sustain a player's in- 
terest over a long period of time. 

So, the idea gets put on paper but 
often what sounds good on paper is 
not necessarily destined to be a hit 
in the arcades, "It's a gamble," 
says Gleason, "a Monte Carlo pro- 
cess, and it's so subjective that it's 
often quite hard to determine 
beforehand if a game will take off or 
not." Because of this many inter- 
mediate steps are taken, during 
any of which a game may be dis- 
carded. 

Not An Ideal World 

Once the idea has been suggested 
and fleshed out in some detail- 
— with the universe of the game 
and the laws of physics that apply 
in that world rigidly defined— the 
hard work begins: designing and 
building the components. Program- 
mers use computers that are 
generally worth upwards of 
$30,000 and offer the utmost in 
flexibility during the designing pro- 
cess. This is important because of 
all the changes that will necessarily 



be made during development. 

Programmers work closely with 
engineering technicians at this 
stage to determine if the game can 
be developed using existing hard- 
ware or if more advanced hardware 
must be created to meet the new 
game's sophisticated demands. In 
an ideal world, the hardware would 
be determined by the requirements 
of the game concept, but this is not 
an ideal world. Since it takes a lot 
more time and money to go about 
it this way, most games are design- 
ed around existing hardware. Only 
in cases that are really exceptional- 
— when a game has been judged to 
be of outstanding potential— will 
new hardware be created. 

Programmers do not work in a 
vacuum. They constantly seek in- 
put from company employees and. 
once a working model is put to- 
gether, they may also conduct 
focus groups by bringing in players 
to check out the game. "We like to 
get as much reaction as possible," 
says Stern programmer Mike 
Schwartz. "And from then on it's a 
constant process of fine-tuning the 
game, seeking more suggestions, 
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and working on it some more. We 
need to know how people feel about 
the action. Are there enough in- 
teresting hazards? Can they under- 
stand what they're supposed to do? 
Is it too hard? Are the controls too 
complicated? And so forth." 

Some elements of a game may 
develop inadvertently. In Stern's 
Rescue, for example, a player's 
helicopter must shoot down a fleet 
of approaching choppers and avoid 
sallies from the powerboat in the 
ocean below, while trying to rescue 
parachutists in the water before the 
sharks eat them up. "Because of a 
quirk in the program," recalls 
Schwartz, "when the parachutists 
hit the water they made a whirring 
noise that we liked and decided to 
keep. And because it sounded like a 
food processor, the running joke 
was that Rescue was the game that 
'slices and dices' the players." 

Degree Of Difficulty 

The games, of course, go through 
enormous changes during the 
course of development. With 
Mousetrap, Exidy found that too 
many people wandered off because 



the maze was just too difficult. 
"They kept trapping themselves in 
a corner," says designer Bill Can- 
non. And unlike laboratory mice 
who persist, the players would "get 
frustrated and stop playing." Con- 
sequently, the maze was altered 
and made less complicated. 

Indeed, determining just how dif- 
ficult or easy to make a game is one 
of the designer's major challenges. 
If it is so simple that a neophyte 
game player can stand there for an 
hour on a single quarter, there's no 
way anyone will make any money 
on it. On the other hand, If it's too 
hard— if players feel that there's 
simply no way to outwit the com- 
puter even a little— they'll simply 
give up and move on the next 
game. We don't, after all, play video 
games to make us feel inadequate. 

Achieving the delicate balance 
between too simple and too com- 
plex is a tough thing to do and 
sometimes, no matter how much 
thought and work goes into this 
phase of development, it sill fails. 
Two years ago Victory, a space 
game in which the player had to 
destroy enemy ships, was a flop for 



Exidy. Apparently, the program- 
mer had tried to introduce too 
many new elements at once instead 
of building gradually on the skills 
that players had acquired from 
previous levels and games. 

Three-By-Five Game 

Victory's game map was five 
screens long and three screens high 
and only a fraction of it was visible 
at any one time. That was a con- 
cept that players weren't familiar 
with and which, consequently, 
made them uncomfortable. Added 
to this confusion was the presence 
of a mini-screen at the bottom 
showing the entire playing field 
and indicating where the enemies 
were, a fuel gauge and controls that 
were very different from the stan- 
dard ones gamers had grown used 
to. Clearly Victory was an idea 
before Its time. Nowadays, games 
like this are the rule not the excep- 
tion. Complex programs of this 
nature have even been successfuly 
translated Into the home for- 
mat—Star Raiders, for example, 
and Phaser Patrol 

Oddly enough (or perhaps It isn't 




On the third day he ran it 
on the computer and 

built o great 
box. Sturdy he 
mode it, to endure 
kicks ond punches. On the fifth 

day he 
pointed 
the box 
with colors 
not found in nature. 
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On the sixth day he tested 
the game with fanatic 
j^ youths, who 
* complained 
loudly with oaths. So in the 
depths of 
the great 
box he 
fiddled. On the 



seventh day... j| Q , 




odd at all), a challenging game does 
not necessarily depend on com- 
plicated rules. In Nibbler (from 
Rockola— a game currently in the 
testing stage) an alien worm 
wanders around a maze picking up 
objects in its path. The more it eats, 
the bigger it grows and, at suc- 
cessive levels of difficulty, the maze 
gets more complex and the worm 
slithers faster and faster. But . . . the 
game has only one rule: The worm 
must avoid crossing over itself. 
This in itself requires a lot of prac- 
tice. 

Trying a game out in the arcades 
is the most crucial test of its poten- 
tial stardom. After all, the bottom 
line is how many quarters a player 
drops into the old slot, right? A new 
game must be able to hold its own 
against tried and true champions. It 
is at this point in the development 
that designers make a final decision 
on title. The name of the game is 
extremely important. "If you called 
a game something like Dripping 
Slime, it would turn people off im- 
mediately," saysGleason. "Nibbler, 
on the other hand, might pique a 
player's curiousity." We, by the 



way, don't agree with him. We 
think Dripping Slime is a dandy 
name for a game. If you called a 
game something like J 00 Ways to 
Prepare Lamb Chops, that would 
turn us off. 

Another important test is the 
stress test. A good arcade game will 
take a lot of abuse and the cabinet 
must be designed to withstand 
everything from punches to 
frustrated kicks. 

"Ploy Me" 

It is also at this time that the "at- 
tract mode" is created. The attract 
mode is the little playlet that is sup- 
posed to entice you by depicting 
elements of the game while the 
machine is not actually in use. 
Characters from the game appear 
and do cunning little tricks (like 
turning a "Y" that has been printed 
upside down right side up again). 
In short, it's an informal introduc- 
tion to the game and its characters. 

Because profits from video games 
vary widely from one arcade to the 
next, the crucial factor is not the 
exact amount of money a machine 
pulls in— whether $200 or $500 or 



even $1,000 a week— but that it 
generates enough income to rank 
as one of the top two or three 
machines in a particular location. 
And it must hold that position for 
more than a couple of weeks to 
prove that it's not just a flash in the 
Pac. If a game does not sustain in- 
tense interest for a period of at least 
six months, it's extremely difficult 
for an operator to make much 
money on it. If the initial try-out 
proves successful, a manufacturer 
tests it out on a broader scale, with 
a dozen or so machines in a variety 
of locations. As for programmers, 
it's on to the next round of brain- 
storming sessions— and the crea- 
tion of games even more 
sophisticated than their last 
endeavor. "I think some of the pro- 
fessors I've had would turn over in 
their graves if they knew I was us- 
ing my scientific background to 
design games," laughs one top- 
notch programmer. "The point is, I 
don't feel like just a scientist, and I 
don't feel like just an artist. In this 
business you have to be a little 
more than both of them 
combined. "□ 
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The Kitchens, 
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Keystone Kapers' Kreator — Gory Kitchen 

One game designer in the family is pretty good. Two is remarkable. Bat when 
all three sons in one family become programmers and they all design games for 
the same company, it's outrageous. Gary Kitchen and his brothers Dan and 
Steve all work for Activision and Gary's Keystone Kapers may be the hottest 
thing since Pitfall! Gary also designed the Atari VCS version of Donkey Kong by 
Coleco and Space Jockey by U.S. Games. We talked recently with Gary about his 
games and what it's like to grow up in a family that is a video game 
phenomenon. 



Interview by Don Gutman 

EF: I understand you designed DONKEY 
KONG for the VCS. 

GKi Yes. I was working under con- 
tract with Steve Kitchen— my 
brother— who runs Woodside De- 
sign Associates, a California-based 
design company. He worked with 
Coleco in the past and they con- 
tacted him to do VCS games. 
Because he had a lot of work, he 
contracted me to do Donkey Kong. 



EFi Is it difficult to translate an arcade 
game into a home game? 
GK: Actually, when they were 
testing the game in New York ar- 
cades, my wife and I went speci- 
fically to see it. We thought it was 
the greatest thing we'd ever seen 
and I said, "Boy, I'd love to do that 
on the Atari VCS." A month later 
Steve called me up. I set out to do 
good graphics. I said, I've got to 
make it look just like the arcade 
game— I mean exactly like it. But if 




you try to put all four screens in, 
you're going to get something that 
looks like somebody else's arcade 
adaptation— all flickery and square 
and lousy. It's just not worth it. 
EFi So you eliminated the elevators 
and the conveyer belt screen. 
GKi Right. I just couldn't fit them in 
the amount of space I had. I really 
had to shoehorn it to get the second 
screen in. To get graphic quality 
and squeeze in three screens would 
have been impossible. 
EFi If you hod done all four screens, 
what would they have looked like? 
GKi Well, you're talking about 
resolution. As far as the number of 
lines of resolution on the TV screen, 
it's how fast you update the infor- 
mation. All of Activision 's games, 
and Donkey Kong, are single line 
resolution. The information is up- 
dated every line on the screen. It 
makes it less blocky. If I had gone to 
double or triple line resolution, I 
would have had ramps that looked 
like steps. 

EFi How did KEYSTONE KAPERS come 
about? 

GKi I was going to do a game with a 
cop chasing a crook. The Keystone 
Kop was my wife's idea. The cop 
chases the crook through a depart- 
ment store., It's a multiscreen 
gajrie— eight screens— and it has 
animated escalators and elevators. 
The idea is to avoid obstacles that 
the crook, is throwing at you and try 
to catch the crook in the shortest 
amount of time. 

EFi There are some similarities to PIT- 
FALL! 

( GKi Right. You run from screen to 
screen, and there are treasures in 
both games. But where Pitfall! is 
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more of an adventure game, this is 
an action game. 
EFi I saw you score 42,000 points 
yesterday. Con you tell me how? 
GKt Sure. If you run at full speed, 
you'll have no problem at the edge 
of the screen. If you jump and then 
stand around, there's going to be a 
constant wave of shopping carts 
and you'll probably get clobbered. 
Always run at full speed. On the 
ball screen, don't be afraid to run 
right up to the ball and jump over it 
at the last second. You can also 
jump earlier than you do in most 
games. Keystone Kelly really sails. 
Don't wait around for the elevator, 
go to the escalator. Otherwise you 
lose bonus points. The only time 
you should ever take the elevator is 
if you get to the screen and it's just 
about to come. Then you hop in. 
EFi Did you hove ony difficulties in 
designing KEYSTONE KAPERS? 
GKt ROM space. A game that's just 
running and jumping is really going 
to bore the player. Initially what I 
had was balls bouncing, planes fly- 
ing, and shopping carts rolling. I 
put color tables on all the objects, 
meaning that they are all 
multicolored— that gives you more 
realism. When you do all that 
you're taking up a lot of space, like 
three quarters of the entire pro- 
gram. Then you've got to sit down 
and put in the game play in the re- 
maining space. Just like any other 
thing I've written, I had to really 
cram it to finish the game. Design- 
ing games is a big puzzle. 
EFt Were there ony things that you 
wonted to put in KEYSTONE KAPERS but 
hod to leave out? 

DKi Oh yeah. I had a great police car 
in the game at one point, called the 
Paddy Wagon. I had to take it out 
because it didn't fit in with the 
game play at all. Also at one point 



there was a TV set. I took that out 
because it didn't make sense— the 
Keystone Kops were around before 
there was television. I had a bomb 
in there too but it wasn't very im- 
portant to the game so I got rid of it. 
EFi It's interesting that you and your 
two brothers are all video game de- 
signers with the some company. Con 
you tell me how that came about? 
GK: My oldest brother, Steve, is the 
one that really got us all started. He 
got heavily into electronics and 
computers when he was 18. He 
started a company in New Jersey 
and gave me a job after college. 
Just out of the blue one day he said, 
"Let's try doing a game with elec- 
tronics." So we started making 
handheld games, some of them for 
Parker Brothers. We also hired my 
brother Dan when he was 18. Once 
we started the handheld games, I 
said, "That's it— no more digital 
clocks, no more calculators. Games 
is what I want to do." 
EFi Was DONKEY KONG your first VCS 
game? 

GK: No, before that I did Space 
Jockey for U.S. Games. It was a 2K 
game, so it didn't have as much 
variation as it could have. It was 
double line resolution. But it was 
the first thing that I did and I learn- 
ed a lot from it. 

EFi So how did the Kitchen boys come 
to Activision? 
GK: Dan and I started looking 



around when VCS games really 
started catching on. Steve came in 
from the West Coast, and since we 
always respected Activision, we ap- 
proached them. That was in 1981. 
EF: Do the three of you ever col- 
laborate on games? 




Kitchen's KONG: In the VCS version, 

GK: No, but Dan and I work very 
closely on games. Keystone Kapers 
is my game— I wrote most of the 
code— but Dan had a lot to do with 
it. I'm helping him with the game 
he's working on now. It's a cross- 
fertilization of ideas. 
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EF: Con you give me on example of 
this cross-fertilization? 
GKi Sure. It's never, "I'll write this 
section and you write that section." 
It's an idea collaboration, not a code 
collaboration. For example, I called 
up Dan and said, "Look, I want an 




Gory had trouble with ROM space. 

object you can duck under." He 
thought about it and suggested an 
airplane, and I put it in. I do it with 
the other guys at the Activision 
Eastern Design Center too. Til be 
working on something and I'll say 
to the other guys, "What do you 



think of this color? Is it weird?" 
There's a lot of teamwork. 
EFi Is there any sibling rivalry in your 
family? 

GKi A little. Dan and I don't see 
Steve that often because he's in 
California. So Steve had no idea 
about Keystone Kapers until it was 
finished. I like to keep him on his 
toes. He works on things he doesn't 
tell us about. We like to surprise 
each other and see what we can do. 
EF: When you were growing up, were 
you all interested in computers? 
GK: No, Steve was the big computer 
freak. I was always into art and in 
my teens I did more drawing and 
painting than engineering. So I was 
about two semesters in college and I 
said, "This is great, but I'm never 
going to get a job with this stuff." 
My father got the three of us into 
electronics. He builds crystal sets 
and ham radios as a hobby. So I de- 
cided to try engineering and put art 
to the side. It just happened that the 
one area that you could combine art 
and engineering was video 
games— that's why I love it. You 
know, there are some companies 
that make artists do the art and pro- 
grammers do the programming. I'd 
never work for somebody like that 
because I like to do my own art 
work. That's the fun for me— put- 
ting the picture up on the screen, 
animating the characters, things 
like that. 



EFi What was the first thing you pro- 
grammed? 

GKi At one company I was working 
for we had eight weeks for a pro- 
gramming project, so we hired an 
outside person to do it. It turned out 
this guy didn't know anything; he 
was trying to hide his lack of pro- 
gramming ability. All of a sudden 
there was a panic, and there were 
no programmers. Somebody said, 
"Do you know how to program?" 
And I gave it a try. 
EFi Whot would you recommend to a 
young man or woman who wants to 
be a game designer? 
GK: You can get all the advice you 
want and read all the books you 
want, but what you've got to do is 
stand at the computer like I did 
from day one, and say, "What can 
this stupid thing do?" You've got to 
try little things out and make a 
million mistakes. But the great part 
about a home computer is you can 
do whatever you want and you 
aren't going to blow anything up. 
That's basically how I did it. I pro- 
grammed BASIC and I program- 
med microprocessors and handheld 
games. I had never done an eight- 
bit microprocessor 6502. 1 was just 
scared of it. I didn't want to touch 
the thing. One day I said, "I gotta 
learn this." I just dove in and it was 
so easy! 

EFi Whot's the most Important thing to 
I earn? 

GKi I'll tell you, a lot of it has to do 
with an engineering background. 
That's the key, as far as I'm con- 
cerned. People who have an en- 
gineering background and want to 
learn assembly language have a 
head start on computer science ma- 
jors or anybody else. Not that they 
can't be good programmers, too, 
but there's a big advantage in 

Continued on page 96 
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Meet the winners of our contest 

When we asked our readers to design the Ultimate 
Video Game, we had no idea that so many people 
would know what the Ultimate Video Game was. 
We also had no idea there could be so many 
Ultimate Video Games. We figured one or, 





at most, two games would 
qualify for Ultimate ranking. As it is, we 
received more than 80 (count 'em) entries, 

each one imaginative, 
exciting, well- 
drawn and 
incredibly 
complex. 
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We've chosen six winners and 
several honorable mentions. First 
and second place prizes were 
awarded in each of three categories: 
Best Graphics, Most Playable and 
Most Original. 

The entries of all the first prize 
winners will be sent to one of the 
major video game software com- 
panies for evaluation. We can't 
promise they'll be bought, but 
they'll certainly be looked at by the 
company. In addition, all first and 



second prize winners will receive a 
year's subscription to Electronic 
Fun. 

First Place in the Best Graphics 
category went to Dan Merrill of 
Bowie, MD for his game Subterran- 
ean Saucer. The plot of the game 
involves a "saucer of unknown 
origin" which crashes into the Cali- 
fornia desert. The "terrific heat of 
the huge craft literally melts the 
ground as it buries itself deep 
within the earth. The aliens are 



dead but a device on board is 
switched on from the impact." The 
Army sends a special team of men 
to investigate and one of them vol- 
unteers to go down this mysterious 
hole which, it seems, emits deadly 
energy every Vive seconds. His mis- 
sion is to go down into the hole and, 
armed with only a rope and 
flashlight, descend through several 
levels filled with dangerous 
predators, locate the source of the 
beam and shut it off. This all has to 
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Journey to the center of the eorthi In Don Merrill's gome SUBTERRANEAN 
SAUCER, (shown here out of sequence) you've got to guide your ployer 
through underground Governs filled with danger in order to locote ond shut 
off the source of o deadly beam of radiation. 



be done before two planes— one an 
Air Force jet and the other a 
passenger plane— pass overhead 
and lose their crew to the radiation. 
Congratulations, Dan. 

Escape From Hanoi 

Second place in the Graphics 
category went to Tim Miller of Albu- 
querque, NM for his game Escape 
From Hanoi Hilton. Set in Vietnam, 
the game object is to free American 
POWs from the Hanoi Hilton 
prisoner of war camp. Along the 
way, you encounter angry pro- 
testers, the Viet Cong, boobie traps, 
land mines, punji stakes, possible 
sprays of Agent Orange and, worst 
of all, Charlie, the head of the camp. 
You have to swing on ropes, climb 
ladders and shoot the enemy. Occa- 
sionally, orange malaria pills show 
up. They are worth 100 points 
each. Tim added the following 
disclaimer to his game. "This game 
is not designed to promote war, 
violence or killing. It is an adven- 
ture shoot- 'em-up-hero- type game." 

Top honors in the Most Playable 



category went to Dave Todd of 
Fresno, CA for his game Manhunt. 
The hunter in Manhunt is named 
Kruger. In Dave's words: "Stripped 
of weapons, with a thirty second 
start, you are his prey. You must 
evade his gun, his men, his dogs on 



an island from which there is no 
escape. 

"Dogs track your video scent. 
Cross the swamp, double back, 
avoid the quicksand. Flight is your 
only hope. Thirty seconds of free- 
dom earn you a bowstring. The 
dogs are confused but Kruger's 
men have you surrounded— there is 
no escape. 

"Find the trail that takes you 
away from the poisoned darts of 
Kruger's men. The dogs have your 
scent now. The ravine is your only 
chance. The bridge is falling, but, 
with only fifty seconds elapsed, you 
make it across before it collapses 
and you earn a bow. All trails lead 
to Kruger's domain. His men have 
crossed— there is no escape. 

"Blood Of The Kill" 

"The blood of the kill is Kruger's 
sport. Ten bullets seek you but now 
you find the arrow. Kruger aims as 
you pull back your bow. From the 
sneer on his face you feel there is no 
escape but you know what to 
do. . ." 

This one gave us goosebumps. 

Second place in Most Playable 
was awarded to Chris Lesnick of 
Sedona, AZ for his game Scorpio. 
The object of his game is to protect 
a 3-D grid from cosmic scorpions 
and termites. A monitor keeps you 
apprised of the presence and co- 
ordinates of the termites. Space 
scorpions, which can destroy you, 




Viet Korvgt Tim Miller's gome ESCAPE FROM HANOI HILTON mokes you the 
sovlor of American POWs In Vietnam. 



H 
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also lurk in the structure. A second 
monitor alerts you to which level, 
width or depth the scorpions are on 
but it only tells you one of these. 
You've got to figure out the other 
coordinates yourself. Different 
passages are blocked at random for 
random periods of time. You must 
align yourself precisely with any 
one passage in order to see all the 
way down it. 

Supreme Video Gome 

Winner in the most Original 
Game category was Mike Hughes of 
Gretna, LA for his game Omega 
Ultimatum. Says Hughes: "The 
supreme video game has to sur- 
round the player. A comfortable 
chair has to be supplied with, of 
course, a well -padded edge because 
at the end of the game it will be the 
only thing supporting the player." 
His game has a spaceship battle 
theme where the player has a cock- 
pit view and the controls are 
handlebars with bar grips which 
are the firing buttons. One foot 
pedal activates hyperspace and 
another foot pedal launches the 
ship into a limited time recreation- 
recharge area. There are four 
screens — top, front, left and right. 
Enemy ships can approach from 
any one of them. The chair swivels 
to face any screen and tilts back to 
view the top screen. Occasionally, a 
sister ship or a friendly student 
transport ship passes through your 




sector. If you mistakenly destroy 
one of them, you risk bringing the 
wrath of the Federation upon your 
head." 

There was a tie for second place 
in the Most Original category. In 
alphabetical order, the second place 




Scorpions Rlsingi SCORPIO (shown in port) is the name of Chris Lesnick's gome 
in which you've got to outwit termites and scorpions on a 3-D grid. 



winners were Todd Ackerson of 
Merrimack, NH for his game about 
whales (which came with no title, 
so we're referring to it as Jonah's 
Revenge) and Ronald Arboleda of 
Gretna, LA for his game Revela- 
tion. 

In Jonah's Revenge, it's the year 
2090 according to Todd and 
"thanks to the efforts of environ- 
mentalist groups like Greenpeace, 
the seas are so safe for whales that 
there's been a population 
explosion." Your mission is to cap- 
tain a Hunter-class warship and 
destroy as many renegade whales 
as you can before they destroy you. 

Good Vs. Evil 

Revelation recreates the classic 
battle between good and 
evil . . . "The Antichrist has risen 
and is living on earth. An angel 
from heaven descends to earth to 
give you the mission to destroy 
him. In order to do so, you must 
collect the seven daggers of Gabriel 
which are in a museum in Egypt." 
You are given a few mystical gifts 
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It's so nice to hove o gome surround the house* In OMEGA ULTIMATUM by 
Mike Hughes the screen surrounds you ond you ore provided with o 
comfortable choir which swivels ond tilts. The controls ore loco ted In handle- 
bars ond foot pedals. 




by the angel but can only use them 
once, and the Antichrist has to be 
destroyed before he reaches the 
peak of his power or he will have 
conquered the world. An added 
dimension put in by Ronald was 
music; "While the game is going 
on, mad singing (similar to the 
music of The Omen) is heard in the 
background." 

There were so many good games 
that we have a very expansive 
Honorable Mention category. Those 
so honored are: 

Kiernan Holland of Los Alamos, NM 
for Trans-City 2000, the "Ultimate 
Urban Warfare Game."; Chad Lan- 
caster of Live Oak, FL for Roach in 
which you are a roach in a room 
with a lot of people wearing pointed 
cowboy boots; Michael Lininger of 
Gahanna, OH for Phantom War- 
rior, a futuristic war game; Chris 
Papcin of Oxford, CT for Junkyard, 
a 3-D shoot-'em-up game set in a 
junkyard teeming with living junk 
and Ronald Rampolla of Flushing, 
NY for Racers, a game that pits 
racers against one another starting 



with turtles and progressing to 
space ships. 

We want to thank everyone who 
entered for helping to make the 
contest such a big success. And, if 
you didn't win this time, look for 
future contests. 



MORE STANDOUTS 

There were so many good games 
that, as we said, we were hard put 
to decide on winners. Here are 
some of the other games that stood 
out: 

Woody Woodpecker from Nancy 
Rich— a game involving trees and 
Woody. Nancy did a fantastic job of 
illustrating the screens using a col- 
lage technique. So did her brother 
David who represented all eight 
screens of his game Asteroid 
Storm. 

Then there was William 
Smaling's patriotic game which 
had no name (that we could dis- 
cover) but which involved jelly 
beans, inflation and Ronald Reagan. 

Also good were the names that 
people gave their enemy forces: 
Borvons, Corghiens, Binolians, 
dodecahedrons and so forth. 

Drawing on a classical theme was 
Cheryl Ackerson whose game had 
no title but involved Jason and the 
Argonauts. 

We also liked Paperboy, a game 
of coordination and current events. 
In Nick Vigorito's game, you're a 
paperboy who has to deliver news- 
papers to all the houses on your 
route avoiding potholes, parked 
cars, garbage cans etc. 

And then . . . and then . . . and 
. . . we wish we could have given 
everyone a prize. We loved them 
all.D 




There were two second prize winners* Todd Ackerson (JONAH'S REVENGE) 
ond Ronald Arboleda, whose gome REVELATION is pictured above. 
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M.A.D. is the combat game that 
works like real combat: Two people. 
Head-to-head. At the same time. No waiting turns. 
Your evil opponent launches at- 
tack missiles. You blast them out 
of the sky, then try your hand at being j 
bad guy while he defends. It's constant J 
action, no playing benchwarmer. 1 
One and two-player programs, it's M.A.D. 
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Pariez-vous 

DASK? 



Dy Randi Hacker 



Expanding your BASIC Vocabulary Part II 

If BASIC be the spice of life, type on. Or words to that effect Anyway, 
last time we learned how to do some simple commands in BJISIC. 
This month, we're going a step further. While the commands will still 
be simple, they'll help you continue to build a foundation on which to 
construct more complex programs later on. 






Mastering a language is a tricky 
undertaking at best. There are all 
those ground rules to learn— gram- 
mar and syntax, to name just 
two— before you can even hope to 
become comfortable or speak it as if 
it were second nature. BJISIC is no 
different, really. The ground rules 
and "grammar", terms and punc- 
tuation are as important and rigidly 
structured as in any language, ex- 
cept that it's not spoken. As we said 
last time, one of the things you 
don't have to worry about is pro- 
nunciation. 

In this installment we'll cover 
terms like GDTO, GOSUB, REM, 
IF . . . THEN and REJLD and 
DATA. These are comparable to 
learning to say things like " Where's 
the bathroom?" or "How much does 
it cost?" in, say, Italian. You learn to 
make yourself understood before 
you can carry on a lengthy conver- 
sation on the Hegelian Dialectics. 
Later, you'll be typing like a native. 

REJLD and DJiTJi are simply 
another means of assigning values 
to variables. In the first lesson, we 



used LET (LET R = 5, LET 

B = ID, etc.). REJLD and DJITJl do 

essentially the same thing only they 

give you a little more flexibility. Try 

this: 

ID REJLD Ji,B,C 

2D PRINT J1,B,C 

3D DJITJl 5, ID, 15 
Now hit RUN (Remember RUN?) 
The computer printed 5, 10. 15, 
right? 

A breakdown of the program 
might help. The first line tells the 
computer the names of the 
variables— in this case A,B,C— and 
further tells it to assign it values in 
that order. The second line tells the 
computer which order to print the 
variables in and the third line 
contains the values themselves. An 
important thing to remember is 
that the computer takes every- 
thing literally. It will assign 
values to variables in an 
orderly sequence. A, B, C; 
5, 10, 15. It won't arbi- 
trarily assign A the 
value 10. It's not that 
kind of computer. 



If you assign more 
values than variables, 
the computer will auto- 
matically stop when the 
number of variables has 
been exhausted. If you 
assign too few variables 
(A, B, C; 5, 10) the 
computer will tell 
you you've erred. 

Another thing 
to be aware of 
is that even 
if several 
REJU3 
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statements are used in the same 
program, they will take their values 
in sequence from the same DilTil 
statement. When all the DilTil in 
one statement are used up— that is, 
when all values have been assigned 



once— the computer moves on to the 
next DATA statement. Even if the 
REilD statements are scattered 
throughout the program, the com- 
puter will search in line number 
order and take the DilTil statement 
with the smallest line number first. 



ID READ il 

2D PRINT il 

3D REilD E 

4D PRINT B 

5D REilD C 

ED PRINT C 

7D REilD D 

BD PRINT D 

3D REilD il 

1DD PRINT il 

1 ID DilTil 4DD, 2DD1, IB 



HEF\IHD$ 
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12D DATA 245, 1DD 

RUN 
What happened? What value did A 
end up with? (ANSWER: 1DD) 

One of the real beauties of 
READ, DATA is that you can 
make the computer print the 
variables in any order you want 
simply by altering the PRINT 
statement. Let's try a program in 
which the variables are string 
variables. (Remember string 
variables? A$, B$, C$? These are 
for variables that aren't necessarily 
numbers. A can't be a word but in 
some BASICs [not Atari] A$ can be 
either a word or a number. String 
variables are often preceded by a 
DIM [Dimension] statement which 
tells the computer how many let- 
ters will be in that variable, e.g. 
DIM A$ [ID].) Try this: 

5DIMA$(1D), B$(1D), 

C$(1D) 

ID READ A$, B$, C$ 

2D PRINT B$, C$, A$ 

3D DATA YDU, I, LDVE 

RUN 

The PRINT statement informs 
the computer of the order in which 



you want the variables to appear 
but the values taken from the 
DATA statement will be taken in 
the order in which they're typed 
in. If READ is A$, B$, C$, then 
DATA must follow that way; 
A$ = you, B$ = love and C$ = I. 
See? Change the order of the var- 
iables in the PRINT statement 
and see what happens. By the 
way, numbers and words can 
be used in the same READ, 
DATA programs. 

Notice that you don't need 
any quotation marks in the 
DATA statements. This is dif- 
ferent than in PRINT state- 
ments where quotation marks 
must be used. Also, if you use 
semi-colons instead of com- 
mas, the words will print 
closer together. 

REM 

REM is not strictly a 
command. It's more of a 
note to yourself or, if you 
prefer, a way of giving 
your program an identity. 
It doesn't affect the pro- 
gram in any way. 
ID REM This is a program at- 
tempt by Randi Hacker 
2D PRINT "HELP! DH, 
HELP!" 
RUN 
Now, let's assume this is not a 
graphic enough illustration of the 
despair you feel over ever learning to 
program in BASIC. You want this 
program to be a strong statement in- 
dicating the help you need. You 
want it to repeat your anguish. 
How? By using the GDTD command 
to create an endless loop. 

The Endless 
Loop -GOTO 

G-DTD is a very useful phrase that 
will effectively turn your computer 
into a gibbering idiot. No. GDTD 
puts your computer into what's 
known as an endless loop. Try this: 

ID REM This is a plea 

2D PRINT HELP! DH, HELP! 

3D GDTD 2D 

RUN 
What happened? The computer 
started printing HELP! DH, HELP 
over and over and over endlessly, 
until you probably felt like slapping 
it. Why? Let's dissect the program to 
find out. 



Line 10 is a throwaway so let's 
move right on to line 20. This one 
tells the computer to print HELPI 
DH, HELP! Line 30 tells the com- 
puter to go back to line 20 and print 
HELP! DH, HELP! again after 
which it goes on to line 30 which 
sends it back to 20 and so on. (To 
stop it, press BREAK.) 

In this particular program, the 
message goes by awfully fast. Too 
fast. And at this speed, it's of no use 
to us at all. We want it to repeat 
slower. How? By introducing a time- 
delay loop, that's how. Insert this 
line: 

25FDRT=1TD2DD: 

NEXTT 
and RUN. See? It went slower. 
Why? Because . . . 

Line 25 tells the computer to 
count from one to 200 before going 
on to the next step. The higher the 
number assigned to T (or you can 
use any letter you want here), the 
longer the computer counts and the 
slower the program repeats itself. 
The smaller the number, the faster 
the program repeats. 

IF . . . THEN 

IF . . . THEN statements expand 
your programming abilities even fur- 
ther. They instruct the computer to 
react in a more human way — to res- 
pond one way to one answer and 
another way to a different answer. In 
Atari BASIC (which is the one I'm 
using), IF . . . THEN can only be 
used with numbers. So, if in your 
program, you want the computer to 
respond to, say, a YES or a ND 
answer, you've got to substitute 
numbers for words. For example: 
ID PRINT "ARE YDU MAR- 
RIED? PRINT 1 FDR YES 
AND 2 FDR ND." 
2D INPUT A 
3DIFA = 2THENBD 
4D PRINT "GDDD FDR YDU. 
YDUR MOTHER MUST BE 
VERYFRDUD," 
5D GDTD 7D 

BD PRINT "WHAT? YDU'RI 
NDT MARRIED? AND AT 
YDUR ADVANCED AGE? 
SHAME DNYDUT' 
7DEND 
RUN 

Line 50 is there to stop^ 
the computer from 
printing line 60 if the 
answer was yes. 
Some BASICs 
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are more sophisticated and will accept 
IF . . . THEN statements using 
words. Consult your BASIC manual 
and see if yours is one of those. 

GOSUD 

As your programs get more and 
more complex, you'll want to find 
shortcuts to help you cut down on 
the number of times you've got to 
type a particular command. 
Subroutines can help. A subroutine 
is a command or set of commands 
(a short program in itself, actually) 
that is used repeatedly throughout 
the program. Using subroutines 
allows you to check small portions 
of your program as you go along 



and cut down on the number of er- 
rors by cutting down your need to 
type so much. 

That's where GDSUB comes in. 
You type in your program and each 
time you come to a place in the pro- 
gram where you want, say, a time- 
delay loop or sound inserted, you 
type GDSUB and then a line 
number. For example, 1000. This 
tells the computer that it should 
skip ahead to line 1000 for further 
instructions. At the end of all 
GDSUB routines, you must type 
RETURN to inform the computer 
that it has to go back now and start 
from the very next line number, 
following the one where it left off. 



10 PRINT "HELLO" 

20 GDSUB 1DDD 

3D PRINT "GOODBYE" 

40 GDSUB 1DDD 

SD PRINT "THAT'S ALL 

FDLKST" 

BDEND 

lDDDFDRT=lTDBDDi 

NEXTT 

1D1D RETURN 

RUN 

Without GDSUB, the program 
would look like this: 

ID PRINT "HELLO" 

2D PRINT "GOODBYE" 

3D PRINT "THAT'S ALL 

FOLKS!" 

RUN 

And, without GDSUB, the words 
would print out at an alarmingly 
fast rate. The GDSUB subroutine, 
in this case, serves to slow 
Continued on page 94 
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FANTASTIC VOYAGE 11 J 

Fox Video Games/Atari VCS 

Dy Mork Trost 

You've mastered outer space, but how about inner 
space? Fantastic Voyage, based on the 1 966 science 
fiction movie actually offers a great premise for a video 
game. 

As in the film, you're in a tiny ship travelling trough 
a critically ill patient's bloodstream in a race against 
time. Your mission: to destroy a malignant blood clot. 
You must move through narrowing arteries, destroy 
life-stealing bacteria and avoid life-preserving blood 
cells as you attempt to reach the clot before your pa- 
tient expires. Sounds great, eh? Well, that's just 
it, it sounds great, but . . , 

It's not only that Raquel Welch isn't along for the 
ride or that you never really win (just earn the right to 
operate again), it's that the game doesn't ever realize its 
potential. Instead of offering mulitple challenges forc- 
ing you to keep one eye on the time clock and another 
on the death-dealing blood stream, the cartridge (when 
played to save patients) becomes little more than a race 

game in which you end up avoiding rather than de- 
feating all the challenges thrown at you. 

There's a lot going on here. The game screen is 
aglow with eye-grabbing images including your ships, 
the artery with obstacles of all shapes and sizes, a time 



D 



clock, heart monitor, point score readout and patients 
saved display. Unfortunately, nothing addresses what I 
feel should be the key element of the game— how much 
time you have to save the patient. The time clock 
spins, but never offers a precise measurement of how 
much time remains. Only the patient's quickening 
heart rate tells you time is short, and that's inexact 
at best. Further, every time your ship is hit by a 
floating piece of patient innards, your time is 
diminished— by how much is anyone's guess. And how 
many times your ship can be hit by cells and clots 
before the patient expires is a big mystery also. 

Points are awarded for shooting such enemies as en- 
zymes, defense cells and blood cells. This is interesting 
because the instruction manual tells you to avoid them 
at all costs but the game rewards you with points — go 
figure. 

If only the designer incorporated a digital clock a la 
Pitfall! instead of a meaningless analog- type and 
awarded more time for bacteria destroyed while detrac- 
ting time for ships and blood cells damaged, the game 
would be far more enjoyable. In the movie, the Fan- 
tastic Voyagers knew to the second how much time 
they had to do their jobs. We only wish we did. 
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Stay to the right and pass blood cells to the left. Virtually oil 
debris comes from the left ond moves to the right. 



TAPEWORM 11 

Spectravision/Atari VCS 



Dy Kim Mills 



If you want to succeed at Tapeworm, forget high 
school biology. Tapeworms are no longer 
those horrid, nasty parasites that hook into the 
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intestinal tracts 
of mammals, de- 
vouring partially 
digested food. The tapewormsT" 
according to the folks over at 
Spectravision, are very cute little "enters" 
(their spelling) that (1) live in bean patches, (2) love 
to eat fruit and (3) are preyed upon by other "enters" 
named Beeky the Bird, Spanky the Spider and every- 
one's favorite, Mystery Beetle. 

As the game of Tapeworm opens, our hero 
Slinky is patrolling the local bean patch. In 
order for Slinky to get the fruit he loves, he 
has to slither around the screen eating up 
all the beans. 
Using a joystick, you make Slinky pursue the beans, 
which remain stationary until he touches them with 
his head (merely a yellow square). Then another ap- 
pears somewhere else on the screen, and you're off 
again. The more beans Slinky eats, the longer he 
grows— which is a problem. As you steer Slinky 
through the bean patch, you must take great care not 
to coil him back over himself because, omnivore that 
he is, Slinky will eat himself. 

But don't use too much caution because while Slinky 
is hot after those beans, a beetle is moving across the 
bottom of the screen, outside the bean patch, bearing 
down on something you're supposed to believe is an 
apple (at higher levels, the apple becomes an orange, 
grape, strawberry or banana). While the "fruits" are at 
least fruit-colored, it takes a strong imagination to 
believe the block graphics resemble anything you'd 
find at a greengrocer's. Anyway, if the beetle gets to 
the fruit before Slinky eats his bean, two more beans 
appear on the screen and Slinky has to eat them, too. 

There are other hazards to Slinky's health. The 
predators— Mystery Beetle, Beeky and Spanky— bleep 
across the bean patch at random intervals. If they hap- 
pen to touch Slinky's head, it's curtains for the worm. 

But that doesn't mean you can get complacent, if 
Slinky touches the edge of the bean patch, he also 
meets the Grim Reaper. But, be aware that Slinky 
doesn't always respond precisely to the directions you 
think you're giving him with your joystick. It's better to 
be safe than a dead worm. 



Don't approach the beans head-on if they re dose to the 

edge of the patch. Try to get Slinky parallel to the 
perimeter of the patch so he can eat the bean sideways. 



ORIENT 
EXPRESS 111J 

Imagin/Atari VCS 



Dy Randi Hacker 




No, this is not a game about a Chinese take-out joint. 
The title refers to that famous and elegant old train, the 
Orient Express. It may have stopped running a few 
years ago but it's running again on your TV. 

In this game you are detective Hercule Poirot. You 
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and eleven other passengers are riding from Paris to 
Istanbul when a grizzly murder occurs. The object of 
the game is to pick up clues in the compartment of 
each passenger and put them together to come up 
with the murderer's identity. 

The game begins in the club car with all of the 
suspects seated. A touch of the fire button puts Poirot 
into the murder victim's compartment where he begins 
to gather clues— among them a monogrammed hand- 
kerchief, poison, a dagger and ripe Brie. These are all 
located at the bottom of the screen and are retrieved by 
positioning your cursor over the one you want and 
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pressing the fire button. If you have picked up and left ■ 
behind the correct combination, you are given a key 
which lets you enter the next compartment— where ■ 
you first have to fend off enemies and then assemble a ■ 
new set of clues to gain entrance into the next compart- 
ment. Although you may leave your shoes outside the 
compartment for the porter to shine, don't make the all 
too common mistake of leaving your clues out there or 
the porter will pick them up, won't shine them and 
won't return them— not even when bribed. 

At the end, when you think you know whodunit, a 
push of the fire button will return you to the club car 
where, using your joystick, you manipulate Poirot so 
that he touches the suspect you've chosen as the 
perpetrator of the crime. If your guess is incorrect, 
you're returned to the murderer's compartment and 
stripped of your epaulets. If your guess is correct the 
French national anthem plays. 

The graphics are luscious— the snowcapped Alps can 
be seen scrolling by through the train windows and the 
Victorian compartments are complete right down to 
the red velvet curtains and heavy mahogany highboys. 
Poirot is a masterpiece of computer animation with his 
handlebar moustaches and hearty appetite. 



When you reach the dining car, stay away from the filet of 
sole. It isn't fresh. 




ROYAL DEALER III 

Mattel/Intellivision 

Dy Mark Drownstein 

If you don't feel like armchair athletics or a game of 
intergalactic shoot 'em up, you can always play a good 
game of cards. At least, this is what Mattel must have 
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been thinking when they developed Royal 
Dealer for Intellivision. 

Royal Dealer offers you three game choices (with a 
fourth very similar alternative); Crazy Eights, Rummy 
(with 1-3 opponents). Gin Rummy (with only 1 oppo- 
nent and 10 cards initially dealt), and Hearts. In all 
games except Gin Rummy, you can select at the begin 
ning of the game how many opponents you wish to 
play, from 1 to 3. This time, you get to challenge three 
ladies. Playing them is like playing against the sphinx: 
no matter what cards they hold, they never even hint 
at what's in their hands. In order to beat them you 
have to resort to a strategy of trying 
to remember which cards have 
already been discarded. 
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The cartridge is, on the whole, well designed and ex- 
ecuted. At the beginning of each hand you hear a 
realistic-sounding shuffle of the cards. When a card is 
dealt, it sounds like the card is being dealt. The scores 
are color keyed to match the dresses of the ladies, so 
there is no question of who scored what. During play, 
you can see how many cards your opponent(s) is (are) 
holding, but there is no mirror behind her to see which 
cards. This makes cheating very difficult. When all the 
cards have been used, there is a reshuffle. The game is 
over when one player scores 100 points. 

It seemed as if there really were a total of 52 random- 
ly generated cards (a shortcut would be to deal from a 
smaller deck; who could know the difference?). Of all 
the games, the one I like best was Crazy Eights. It was 
easy to learn, easy to master, and didn't let you get too 
far ahead of the ladies strategically. Next on the list was 
Rummy (and its close variant Gin Rummy), which also 
played quite well. I suspect, however, that there may 
not have been quite enough RAM on the cartridge to 
allow your opponents anything but the crudest forms 
of strategy. This seemed to make them relatively easy 
to beat. Unlike conventional rummy, you are unable to 
pick up all the cards in order to pair off discards . 

The instructions provided by Mattel for Rummy and 
Crazy Eights were clear and unambiguous. Hearts was 
another matter entirely. Not knowing the game before I 
got this cartridge, I don't feel that I really knew it too 
well afterward. Although I was beeped at for attempt- 
ing an illegal move, not much more was offered in the 
way of assistance. 

This game is a welcome change of pace from most 
of the other video games available, and it is kind 
of fun. 



You con determine how long you will be be ploying by 
selecting the number of opponents, it seems the fewer 
opponents you ore ploying, the quicker your gome goes. 
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COCONUTS U 

Telesys/ Atari VCS 



By Sherry Jacobs 



Remember the Congo? Well, it wasn't very in- 
teresting in history class and it's even less interesting 
in this game by Telesys. As Stanley I. Presume, you are 
a man who explores the jungle equipped with nothing 
more than an umbrella and pith helmet. This, of 
course, is foolish planning. Who, I ask you, carries only 
an umbrella in the jungle. It may be a useful weapon 
on a crowded bus but is of no use in the wild. 

During the course of Coconuts, Stanley must dodge 
coconuts thrown by a monkey named Coco who moves 
gracelessly between two trees (the only two trees in this 
jungle, I might add). Stanley's only protection is his sil- 
ly umbrella and pith helmet. If Stanley is hit by a 
coconut he first loses his umbrella, then his helmet, 
and the next time he's hit, he's out. The higher your 
score gets, the more active becomes the demented 
Coco. There is essentially nothing whatever to this 
game. With relatively little skill, you can earn 500 
points and regain whatever accessory was lost last. 
There are brief intermissions when Coco stops (to 
await the delivery of more coconuts?) and Stanley 
takes five. Why this rest is necessary at all is beyond 
1 m e. The game moves at such a slow pace to begin 

with, the greatest challenge is to stay awake. Poor 
Mm^ Stanley might use the time to move to a more in- 
teresting jungle. 

Despite the well-designed, brightly colored 
^ graphics, the game is not salvageable. The sound 
effects— like this jungle— are monotonous and add 

I ■§ little vitality to the seriously deficient game. It is a 
one player game but if you want to bore more than 
just yourself, you can play with a friend. 
My advice is to stand still and get the whole thing 
over with as fast as possible. 



If you're serious about ploying, move Stanley minimally 

either left or right. There's plenty of time to spot the falling 

coconuts and get out of the way. 



?? 
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DRAGONFIRE IIIJ 

Imagid Atari 



By Marc Derma n 



Once upon a time in Videoland there was a good king 
whose castle was taken over by evil, firebreathing 
dragons. The brave, young prince decided to save the 
kingdom by retrieving the riches from the palace; with 
these treasures the king could raise an army and 
reclaim his castle. Such is the premise of Dragonjlre. 

In this fast moving game, you are the prince. Your 
first task is to cross the bridge to get into the castle 
without getting hit by fireballs. Once across the bridge, 
you appear in a room full of goblets, chests, jugs, 
lamps, helmets, candelabras, crowns, harps and 
diamonds of various point values. A ferocious dragon 
patrols the room as well, spitting fireballs at you when 
you venture forth from your hiding place. You must 
clear the room of the treasures and escape out of the 
magically appearing exit before the dragon singes you 
seven times. 

If you escape with some of your seven chances left, 
you must cross the next bridge and capture more 




OO 



valuable treasure from an even faster and meaner 
dragon. 

The graphics are very colorful and funny. The 
wandering prince crouches, jumps and runs around 
the castle and the dragons are a triumph of video game 
art as they rear their hideous heads to spit fire. 

There are four levels of difficulty and each can be set 
for one or two players. On level one, the dragon is green 
and cranky. The blue, red, and orange dragons are in- 
creasingly angry, smart and fast, shooting barrages of 
fireballs at the agile heir apparent. 

The only problem with Dragonfire is the randomness 
with which the treasures appear. Player One may find 
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himself in a room with 400 points worth of booty while 
Player Two may draw a room containing only 200 
points of possible loot. The point spread is never too 
great, though. The really high-point stuff, like harps 
and diamonds, won't appear until you've cleared out a 
room or two already. 

Speed and agility are the key skills here, if you want 
to keep from getting toasted. He who hesitates is burnt. 



If you are facing on impossible combination of fireballs on 

the bridge, you can sometimes squeeze through them by 

jumping from a crouching position. 



SMITHEREENS 

Odyssey/Odyssey 2 



By Art Levis 



It's not exactly Camelot, but the setting's real enough 
to simulate those days of yore when stoning thy 
neighbor's castle was a favorite way to while away the 
knights. The concept is simple enough— use your 
catapult to lob huge boulders over a lake and smash the 
opponent's castle (three points for each direct hit), his 
soldier (seven points) or his catapult (13 points). 

To get your rocks off, push the joystick in any 
direction, then release it. And therein lies the trick; the 
longer you hold the joystick, the further your boulder 
carries. If you're using the new Voice of Odyssey 
synthesizer module, that little electronic guy inside 
provides a running commentary on your skills, or lack 
thereof. Fall short of the castle, and he'll give you the 
following monotone tongue lashing — "Come on turkey, 
hit it!" Fall in the lake and you get, "You blew it!" 

Try as I might to understand one sarcastic crack, I 
remain baffled. Each time my boulder fell on the empty 
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battleground twixt castle and catapult — scoring no 
points— Odyssey replied in high dungeon (groan!): 
"That's easy!" 

Each game consists of 10 separate battles, and at the 
end of a game the victorious side is rewarded with the 
electronic equivalent of a medieval trumpet fanfare. The 
loser simply waves a white flag. 

■ Smithereens offers three different play levels, with 
the catapult tension release becoming tighter and the 
release time faster at each succeeding level. Wait until 
your opponent is otherwise distracted (everytime you 
hit his caapult, he's forced to run off screen for repairs), 
then sneak a peek at the second hand of your watch. In 
the first play level, two-second joystick release time will 
clobber the castle, while 2.5 minutes will deep-six his 
soldier. 

If you find looking at your watch a little too obvious, 
the same thing can be accomplished by counting to 
yourself. I tried it ("1,001, 1,002..." etc.) and discovered 
I could score direct hits on my foe's castle four out of 
five times. 

Don't lose valuable time by waiting for your boulder 
to hit (or miss) the target before re-arming. The 
instant your stone's away, push the joystick back 
into position and begin piling up seconds. 



Use your first salvo to blast the enem/s catapult. While 

he's out getting it fixed, you can bomb away at his castle 

unmolested. 



AMIDAIWi 

Parker Brothers/Atari VCS 



Dy Mark Dfownstein 



As we all know, not all arcade games survive the 
translation to the home format. What Parker Bros, did 
with Frogger (made it into a wildly successful home 
version), it did not do with Amldar. Perhaps this is 
because gorillas, being higher up the evolutionary lad- 
der, are more difficult to reproduce than frogs. Who 
knows? What we do know is that Amldar is a disap- 
pointment. 

Amldar, the VCS version, consists of two variations 
of the same playfield. As in the game Dots, in which 
you have to connect dots to form squares, in Amldar 
you have to maneuver your "gorilla" (who looks 
nothing like one) around four sides of a square while 
avoiding pursuing warriors who move faster than your 
gorilla. If they get too close you can press your fire but- 
ton and they'll harmlessly pass through you for a se- 
cond or so. But be judicious; you only have four op 
portunities to do this for each gorilla. 

Each time you complete all four sides of a box, it 
takes on a "jail cell" appearance. When you complete 
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all four corner boxes, the warriors turn into chickens. If 
your gorilla runs into the chickens (or vice versa), you 
get bonus points. 

Once you complete the Gorilla board, you get a 
chance to do the same thing with pigs on a paint roller 
board. This board is identical to the gorilla board, ex- 
cept that the colors have changed, you're steering a 
paint roller and your pursuers are pink pigs. Again, if 
you fill the four corner boxes, the pigs become chickens 
in a maneuver that would have Charles Darwin 
thoroughly confused. 

As you complete each box, you score points. Again, 
getting the chickens is also worth bonus points. But so 
what? The game is slow moving; when you lose a war- 
rior (or paint roller) you must wait for what seems like 
10 minutes before the game starts up again. You also 
have to fight the tendency to hit the fire button, which 
sometimes starts the action, but costs you one of your 
four chances to escape. 

The game controls are not good; in order to 
negotiate the turns you wish to make, you have to turn 
before you need to, and often have to go back to make 
a second try. I tried the game on everything from the 
standard Atari all the way up to the Wico joystick and 
didn't notice much difference. The game is slow. With 
practice, you might get good at it, but, again, so what? 

The arcade version plays a lot faster. When you move 
the joystick up, down, right or left, the gorilla (which 
looks something like a gorilla) actually moves up, 
down, right or left. The paint roller, pigs and warriors 
all look something like what they're supposed to. 

If you want a slow, boring strategy game, with dif- 
ficult controls, Parker Brothers' Amidar is for you. If 
not, save your money. 



Study the motion of the warriors: they always turn 

corners. If you stay at least two corners ahead, they 

probably won't get you as quickly. 




PHOENIX 1111 

AtarU Atari VCS 



by Noel Steere 



Recently, Atari has picked up a lot of arcade hits and 
converted them into home format. And, believe me, 
they've made up for the sin otPac-Man and then some! 
Especially on the newest arcade to home translation, 
Phoenix. It is great. 

As many of you may know, Phoenix is the blast-the- 
bird game which has three scenarios: First, blast two 
formations of eight birds; second, destroy two sets of 
eight big birds which must be hit in the middle of their 
bodies because if you hit one of their large wings only, 
the bird will simply lose it and it will eventually re- 
generate and third, the mother ship sequence which is 
the hardest. 

It isn't that the mother ship herself is so deadly. It's 
what's inside the ship that's important— the alien 
that's been causing you all the trouble. The only way 
you can destroy him is to first create a pathway to him 
by hitting the ship's barrier. Each hit destroys a block 
of the area and after you've destroyed the bulk of the 
barrier you'll come to a second barrier— a blue strip. 



Phoenix is a perfect arcade adaptation. The birds 
look exactly like they do in the arcades and they split 
apart just as they do in the arcade version. The sound 
is beautifully done (if you don't like the sound that the 
birds make, however, you can just flick the left difficul- 
ty switch to "A" and it will stop) and the mother ship 
behaves exactly as it does in the arcades. 



Try to hit the big birds when they're closer to your ship. 

This will give you more points and get you a free ship at 

5,000 sooner. 
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TURMOIL 111 J 

Fox Games/Atari VCS 



By Rondi Hocker 



flooi 



Turmoil may very well usher in a new era of games 
which place a spaceship inside what appears to be a 
high-rise building. The tenants of this building, far 
from being elderly people in favor of rent control, are, 
instead, armored tanks and other enemies with lasers. 

The set-up is like this: Your ship travels up and down 
in an elevator-type shaft located in the middle of the 
screen. Stretching to the left and right of this shaft are 
floors— separated by pink lines. Rumbling down these 
floors are a variety of things— armored tanks and 
enemy spacecraft among them. You must shoot at 
them by pressing the fire button (your shots travel in 
the direction in which you move the joystick) in order 
to destroy them before they destroy you. They do this 
by hitting you with their fire or by ramming into you if 
you should be so unfortunate as to be caught in their 
path as they move from one side of the building to the 
other. 

Every once in a while, a little treasure appears down 
at the very end of one of the corridors. Using the 
joystick, you've got to steer your spaceship down it and 
touch the prize in order to earn bonus points. This has 
to be done with some haste because, after a certain 
amount of time, even the treasures turn on you. Let 
that be a lesson about materialism. 

The tanks are by far the trickiest of all. You can't 
destroy them if you hit them while they're moving 
toward you. All you succeed in doing then is knocking 
them back a few inches. They've got to be hit as they 
retreat if you want to destroy them. 

The graphics are bright and lovely, the action, fast- 
paced and furious and the idea of flying around in the 
high-rise of your choice, a captivating one. In all, the 
game is a lot of fun. 



Roc© your ship up and down and fire all the time. Don't 

bother stopping ond aiming down o corridor. Just fire oil the 

time in both directions. 



CARNIVAL 111 

Coleco/Colecovision 



n 



By Raymond Dimetrosky 



i 



At one time or another you have probably had the 
fun of shooting at metal ducks, bears and rabbits in a 
carnival's shooting gallery. Well, the folks at Sega 
figured that you probably had so much fun at the 
carnival, that you would just love to have the same 
experience in an arcade. So they invented Carnival an 
electronic shooting gallery. And then it was Coleco's 
turn to take a crack at it. They've transformed the 
contest into a home version and they've done an 
outstanding job in the translation. 

The rules of Carnival are basically simple. You must 
shoot the targets as they pass in front of you. Besides 
the ducks and rabbits, the target range includes 

numbers and letters. If you hit the numbers you are 
awarded extra bullets, while if you hit the letters and 
spell out the word bonus, you are rewarded with a 
number of extra points. There is also a plus-minus 
target which, when hit, is worth the amount of points 
or bullets that are showing at the time. But if you 
happen to hit this target when a minus sign is visible, 
beware. You will then be a loser instead of a winner. 
The most important targets in the game, though, are 
the ducks. If you do not succeed in eliminating them as 
soon as they appear, then they'll give you a real sur- 
prise. One by one they'll swoop down and eat up ten of 
your bullets! Whenever you clear an entire gallery of 
targets, you get a chance to try the bear rack. 

The Colecovision version of Carnival includes all the 
charm of the arcade game. The graphics are excellent, 
and the sound effects are outstanding. 



Whenever there ore chances to earn extra bullets, ignore 
what you were shooting at and go get them. 
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VANGUARD III 

Atari/Atari VCS 



By Howard Polskin 



Vanguard sounds like it's the latest cigarette. Ac- 
tually, despite the bland title, it's one of the better video 
games I've played in recent months. 

The object is to pilot a spaceship through seven zones 
(i.e. screens) and reach a mysterious city to battle the 
evil giant, Gond. After traveling so far and so long (10 
minutes in video game time) it's a letdown to find that 
Gond is a pretty cheesy looking creature and that the 
showdown lasts a brief second or two. No matter. Taken 
as a whole, Vanguard is a splendid space odyssey. 

Each zone that the ship flies through looks different 
and has different aliens attacking it. In the Mountain 
Zone, for instance, your ship zooms thorugh space as 
enemy spacecraft attempt to crash into it. The space- 
ship has some interesting defenses that show off 
the ingenuity of the Atari designers. Not only can the 
ship shoot in the forward direction, it can blast aliens 
on both sides and the rear of it. Also, in the Mountain 
Zone, there are some energy pods nestled along the 
flanks of the flight path. If the spaceship manages to 
brush against it, it will then have the temporary ability 
to fly into and destroy enemy spaceships without losing 
one of the five vessels in your fleet. It's a nice touch in a 
game filled with similar nice touches. 

There are other wonderful screens and plot devices 
too numerous to mention here. But the game amuses 
and challenges at every turn. My only complaint is that 
the background that the spaceship flies over is a drab 
brown-grey. There's not a twinkling star to be seen. The 
spaceship looks more like a tiny fly maneuvering on the 
wall of a brick factory than a majestic vessel soaring 
through the vast beauty of outer space. 

The instruction manual is easy to understand and 
Vanguard is a space journey worth taking. 



In the Bleak Zone, you can dock into one of the snakes 

and rack up serious points but don't dock more than 

twice. The third time the snakes will destroy your ship. 
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GOPHER I1J 

US Games/Atari VCS 



Dy Marjorie Crane 



V 
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One of the major criticisms leveled at video games is 
that they have no social consciousness. Let's be honest 
folks. Firing lasers at hostile aliens, aiding homesick 
extra-terrestrials, or hunting for treasure in the 
steaming jungles hardly acquaint the videogamers with 
some of the burning issues of contemporary society. At 
last, however, a video game has emerged which is 
unafraid to expose one of mankind's worst threats. I'm 
talking, friends, about gophers. Finally . . . reality! 

Unfortunately though, reality is not always exciting. 
Gopher is a graphically pleasing yet rather dull playing 
game. You are a farmer pitted against a nasty little 
gopher who is trying to destroy your freshly grown 
carrots. Your task is to protect your crop by pouncing 
on this pest. With shovel in hand, you move left to 
right, filling holes that the gopher has made. If you are 
not quick enough, he will get through and go straight 
for a carrot. You do have a chance to replant, however, 
as a friendly duck (who oddly enough resembles 
Groucho's sidekick from You Bet Your Life), flies 
overhead and sends down a seed which you must 
plant. These seeds, however, are very difficult to catch 
while trying to keep the gopher away. 
Exciting as this game may sound. Gopher becomes 
quickly dull and unchallenging, although the music is 
charming and the sound effects quite realistic. The 
game screen never changes and the action therefore is 
very limited. I admire U.S. Games' attempt to bring us 
a slice of life, but in the final analysis, the crop isn't 
worth saving. 



I 



Don't stray too far from the center except to move left 
and right for an occasional pounce. 
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RICOCHET 1111 

Epyx/VIC-20 (with 8K RAM) 



By Wolter Solm 




For once, a game company wasn't afraid to release a 
game cassette for the VIC that requires memory expan- 
sion. This one needs an extra 8K, so I plugged in my 
16K expansion cartridge and loaded and got quite a 
treat for my efforts. 

Ricochet is one of those rare creations — a game that 
combines strategy with high-speed play and lots of ex- 
citement. You can play against the computer or against 
another human. Either way, much of the game play is 
^^ unpredictable. 

Each player has six paddle-shaped targets at 
opposite ends of a gallery that looks like a bowling 
alley. When you or your opponent fire a ball and 
it hits something, it ricochets at a 90-degree ^ 
angle. For each of the targets you hit, you get 
a point. Behind the targets are bumpers that 
have higher point values and if you hit # 
one of your opponent's corner shooting positions, you 




get even more points in addition to sealing the position 
so it can't be used to launch more balls. 

Whenever it's your turn, you have the option of 
either shooting or moving your targets to different posi- 
tions as a strategy maneuver. This is a real computer 
game, with no joysticks involved and you're constantly 
faced with choices and gameplay decisions. 

The scoring is fast and furious, and I can't pretend to 
understand all of the point scales, but don't worry; the 
computer keeps track of the score for you with incredi- 
ble impartiality and accuracy. Like tennis, games are 
scored with match points and, at the end of a game set, 
you receive a rating and final score. 

There are several difficulty levels, and umpteen 



variations of gameplay that you can choose from. The 
game itself is so complex and so fast-moving that it's 
possible to spend many hours trying to outwit either 
the VIC or your human opponent. 



if you ploy against the computer, the VIC always uses its 
first turn to move its playing targets. You con take your cue 
from this; don't play with the targets in their original posi- 
tions If you can help it. 



PROTECTOR 2 III 

Synapse/Atari 800 



By Paul Backer 



Some people say that 1982 was the year of the se- 
quels. Synapse's contribution to the sequel craze is 
Protector 2 and, as hard as it may be to believe, it is the 
sequel to Synapse's classic, Protector. 

The idea of Protector 2 is to save the people (all 20 of 
them) of a great city from being kidnapped by vicious 
aliens who, besides fishing, also enjoy throwing a 
human or two (or four) into a volcano. You, of course, 
are the city's only defender and have to pick up the 
citizens of the beleagured city and carry them to the 
relative safety of the city of New Hope. Then you have 
to pick them up again and carry them to a secure 
mountain fortress, which for some inexplicable reason 
is full of enemy cannons and missile bases. To keep 
you from being bored outside the fortress, there is 
some native wildlife which enjoys flying around and 
munching up the occasional fighter as well as laser 
cannons and missile bases on the ground. 

Protector 2 has some excellent features like being 
able to decide how many ships you want to start with. 
You get to choose a set of three or five. You also get to 
pick the starting level of difficulty, ranging from one to 
six. The game also has some very nice special effects, 
such as gravity and the way your man parachutes to 
safety when you get hit. 

But there are some things missing from this other- 
wise excellent game. For example, you can't shoot the 
laser cannons and the missiles can only be destroyed 
when they turn red, which happens roughly every 50 
years or so. The game would have been much, much 
better if there was more opposition 

Frankly, Protector 2 doesn't have the potential to 
generate the same cult following as the first but that 
doesn't mean it's a bad game. Considering the state of 
the games' market today, it is one of the better buys for 
the money. I have to admit that I prefer the original. 



« 



You can fly right through buildings without suffering any 
damage, so you don't have to maneuver around them. 
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ADVENTURELANDiii 

Adventure International/Atari 400/800 

By Walter Solm 

Whether you like adventure games or not, you owe it 
to yourself to look at this one. Unlike the "pure" adven- 
tures, this has graphics (pictures) along with the text. 
About half the screen is filled with graphics, while the 
lower half gives you a printed description of where you 
are, what you see and which escape routes are open to 
you. If you don't like to read, the game disk is also 
programmed to run a Votrax speech synthesizer. 

This is not the sort of game for the impatient. You 
have to learn the limited vocabulary that the program 
can understand, but once you do, you can start your 
treasure hunt in earnest. 

The simple vocabulary consists of two-word com- 
mands such as "GO HOLE" which really means, "Go 
into the hole." As you explore, you acquire tools and 
useful items along with your treasures. With your axe, 
you chop down a tree, whose hollow stump becomes 
the storehouse for all your collected items. 

You use these items in some interesting ways— such 
as the mud to keep you from getting stung while you 
collect the swarm of bees— presumably to sting the 
dragon. You collect a pot of honey which you can feed 
to the jumping bear. 

There's no time pressure during this game, and you 
can save it on the disk to resume play at a later time. 
The directions tell us that one game can easily take five 
to ten hours to complete. 

In the course of your explorations, you collect some 
swamp gas in a wine bladder which you later ignite to 
blast a hole through a bricked-up doorway so you can 
get into the mysterious caverns, where you have to 
light your lamp so you can see. At times like this, you 
discover that aJl those items really do come in handy. If 
you're a string saver, you'll especially like the packrat 
that you have to become. In the caverns, you stumble 
on a royal anteroom, and then a throneroom, and all 
the time you're busily scooping up such treasures as 
the crown, a diamond ring, and others. 

One other special feature: in the Atari version, you 



can print out a record of your adventures to record in- 
ventories and transactions. This is the first game I've 
seen that lets you do that. Overall it's fun, engaging 
and interesting, and is a good choice for your first, se- 
cond or tenth adventure game. 



MONSTER MAZE UJ 

Epyx/Atart 800 



By Paul Docker 



There is a type of game that never reached the ar- 
cades or the home video game markets. It's not the 
adventure game. It's, of course, the 3-dimensional 
maze game. Monster Maze is a new entry to that class 
of classic games. Unfortunately any 3-D maze game is 
instantly compared with other 3-D maze games, 
among them Wizardy, Asylum and Deathmaze 5000, 
to name just an outstanding few. And, even more un- 
fortunately, Monster Maze just doesn't make it when 
compared to its competition. This is not to say that 
Monster Maze is not a fine game. It is. It just falls short 
of it's predecessors' appeal. 

The object of Monster Maze is to clear a maze of gold 
bars while avoiding monsters that run around the 
maze. In case you really get stuck, you can use a 
teleportation door which will take you to a new maze, 
and if you are ever lost, just press the joystick button 
and you will see an overhead view of the maze you are 
in. After clearing a maze, you advance to a new, more 
difficult level. All together there are eight different skill 
levels, which means that the higher the level, the faster 
the nasties move. The part that I really hate is that you 
can't kill a monster on the levels higher than six, 
because they travel twice as fast as you do. 

It's hard to put my finger on it, but there's something 
definitely missing from this game. Maybe it's that the 
mazes are too complicated. Or maybe it's because the 
omnipresent vitamin pill which bestows the eater with 
super powers always wears off just as you are about to 
kill a monster. Or possibly, it's the fact that you have a 
jump feature, which is absolutely useless. You can't 
jump over a monster and why would you want to jump 
over a vitamin pill? It's just that you feel that Monster 
Maze could have been much better. 

Overall, Monster Maze is not a bad game, it just sort 
of falls short of your expectations. Nevertheless, if you 
already own games like Wizardy or Asylum, Monster 
Maze would be a good addtion to round out your collec- 
tion if only because of its excellent graphics. 



On the iower levels when you encounter q monster, don't 
try to jump over him, just turn oround ond walk owoy. On 
the lower levels they don't react fast enough to get you. 
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CAVERNS OF MARS 111 J 

Atari/Atari 400/800 

By Phil Gerson 

Caverns of Mars is an exciting, fast-moving adven- 
ture game for the Atari 400/800 home computer (for 
now it is available only as a computer disk program). 
The game plot is simple. The player must maneuver 
his one-man fighter down into the depths of Mars, ac- 
tivate the timer of a fusion bomb, and escape before the 
bomb goes off. 

The game starts with the selection of one of four skill 
levels. Novice through Commander. Instantly, the 
fighter (very reminiscent of the fighters flown by Cylon 
raiders in the TV show Battlestar Galactica) starts its 
descent into the deep Martian cavern. The speed of the 
descent and left-right motion of the fighter are controll- 
ed by the joystick, while the action button fires the 
twin wing-mounted laser torpedoes. The game 
graphics are quite good, with both the fighter and the 
scrolling accomplished smoothly and clearly. 

Depending on the skill level selected, the player must 
penetrate two to Vive different caverns to reach the 
bomb. The first cavern has no defenses, but winds 
treacherously. Its walls are lined with rockets, radar in- 
stallations and fuel tanks— targets for the fighter's 
lasers. Hits score points, and the destruction of fuel 
tanks adds to the player's fuel supply. The fighter can't 
carry enough fuel at the start to complete the mission. 

In cavern two, the fighter must blast and weave 
through waves of missiles. Some are rockets, others (in 
red) are fuel carriers. Cavern three boasts laser gates — 
fiendish devices that flash lethal energy across the en- 
try channel. They are immune to the fighter's 
torpedoes, so they must be timed and sped past. 
Cavern four is the home of deadly space mines, white 
diamond-shaped objects that jump around while trying 
to explode against the fighter. These can be either 
avoided or shot, but neither defensive ploy is easy, as 
their movements are unpredictable. Some of the mines 
are invisible at times, making them even more 
dangerous. 

Only on the Commander level does the fighter have 
to pass through Cavern Vive, which is actually a maze- 
like section of a Martian city. It is especially 
treacherous, requiring incredible dexterity to navigate, 
plus split-second timing to destroy the fuel tanks that 
block the way. And, of course, getting to the bomb is 
only half the job. Getting out safely requires a high- 
speed back tracking through the same mazes and 
winding cavern walls, though there are no rockets, 
lasers or mines to dodge this time. 

Regardless of the starting level, you get Vwe fighters" 
to complete the mission. Contact with a cavern or city 
wall or anything else on the way up or down, or run- 
ning out of fuel, costs you one fighter. When you lose 



one, the replacement starts the mission back at the en- 
try to the cavern even if you were only a hair's breadth 
away from the exit when destroyed. This can be par- 
ticularly frustrating when you are learning to play and 
find yourself having to fly the same segment of the mis- 
sion over and over. 

The one disappointing aspect of Caverns is the con- 
clusion. The reward for a successful mission is the 
display of the points you accumulated, and after a 
nerve wracking game, that's a bit of a letdown. 



Some loser gates hove multiple beams. The only way 

through them is one at a time. Pause between them as 

they flash on and off. 



MICROWAVE 1111 

Cavalier/Apple II 



By Marc Wieloge and Lorry Yeoger 



Think of the science-fiction movie Alien crossed with 
John Williams' Star Wars music and an old-time com 
edy. That comes pretty close to describing Microwave 
an exciting maze-type that's topped the Apple com 
puter charts for the past few months. 

In this game, little Teddy, an inept but well-meaning 
space mechanic, has to go through a series of twisting 
corridors and pick up dozens of wrenches, hammers 
and other tools that he needs to Vix his ship. Unfor- 
tunately, the hallways are also filled with four hungry 
monsters that can gang up on and eat Teddy. Even 
worse, some of the monsters have a bad habit— they 
drop deadly eggs that explode a few seconds later just 
like grenades— nasty. Really nasty. 

But unlike Pac-Man and all its other standard clones, 
this game gives the player a valuable weapon: a deadly 
microwave dish (hence the name) used to vaporize any 
evil creatures on your heels. These dishes can only be 
dropped one at a time, and after using them, you'll 
need to recharge Teddy's batteries every so often by 
gobbling up a power pack, one of which is provided on 
each level. 

While the monsters aren't that much of a challenge 
on the first level, the ones on the second move about 
twice as fast and give poor Teddy a real run for his 
money. Expert timing and fast reflexes are about the 
only thing that will save you from disaster, and the 
player will have to resign himself to playing the game 
for quite a while before determining the best patterns 
to play. Level two is a particular toughie, requiring 
split-second thinking to get the baddies behind you so 
you can zap them all with a single microwave blast. 
Teddy himself is protected by his space suit for short 
jaunts through his microwave ray, but if he stays in 
there too long, his strength weakens and he'll ultimate- 
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ly succumb to the lethal radiation. 

The sound effects and music are excellent — for- 
midable accomplishments, considering the ridiculously 
tiny internal Apple II speaker— featuring strains of the 
I Cantina song and familiar silent movie themes. If the 
music starts getting on your nerves after a while you 
can use the control "S" option to silence it. The player 
may use either the Apple keyboard or an optioned 
joystick. 

No matter which way you decide to play Microwave, 
we predict even experienced computer gamers will 
have their hands full. There are no less than 26 levels, 
made up out of a variety of five different maze 
types— possibly a new record for games of this type. We 
could only make it up to level nine or 10 before getting 
wiped out— and even that was a difficult achievement, 
requiring weeks of practice and pattern-planning. Off- 
hand, we'd say Microwave is the ultimate maze game 
for the Apple to date, and is worthy of our highest 
recommendation. It will be available for the Atari 
400/800 shortly. 



NIGHT MISSION PINDALL 1111 

Subiogic/ Apple 11 + 



By Marc Wielage 



Pity the poor pinball freak. In this high-tech age of 
digital electronics and video screens, the era of 
mechanical coin-slot games seems to have about had 
it— a victim of the same kind of technological ob- 
solescence as the horse and buggy or last year's 
skateboard model. 

It had to happen, sooner or later. Somebody— in this 
case, SubLogic— combined the best ideas of electronics 
with a realistic video pinball game, and the re- 
sult— Night Mission— is a real winner. Up to four people 
can play at a time, with each of their scores registering 
independently on four eight-digit readouts. 

The player has the choice of either using "Z" and "/" 
on the keyboard or two optional paddle controls to ac- 
tivate the pinball paddles located at the bottom of the 
screen. To start the game you have to "insert" 
quarters. This is done by pressing "Q" on the keyboard 
which causes several animated coins to drop in the slot 
like magic. (If only earning money in real life were this 
simple.) 

The key word in describing the pinball action is 
realistic. There are twirling ball-slots, incredible sound 
effects, and even adjustable spring tension on the 
plunger. The ball movement is extremely realistic, with 
just the right amount of random movement to provide 
an almost perfect simulation of the real ^fe 
thing. 

Even more astonishing is the fact that the designers 
thoughtfully included the means by which you can 



alter the playing parameters. For example, if the ball 
doesn't move fast enough for you, you can dial in a 
variety of different speeds in the game's "Fix" mode. 
Up to 30 changeable functions are available, making 
this a program that puts total game control in the 
hands of the player. 

All things considered, SubLogic's Night Mission Pin- 
hall is a classic— the arcade pinball game. It's the new 
state of the art against which all the others must be 
measured. 



ENCOUNTER AT L-5 1111 

Data Age/Atari VCS 



By Walter Salm 



This is a different sort of outer space shoot-em-up in 
several ways. First, you use the paddle controller in- 
stead of the joystick. The other difference is that you 
have continuous fire from your ground-based gun, 
which is called an "anti-matter launcher." 

You start with four of these launchers, one on the fir- 
ing line and three in reserve, and you direct your fire 
between the launcher and cursor. 

Just hold the paddle's firing button down and the 
thing fires like crazy. If you want to change the angle of 
fire by moving the cursor across the top of the screen 
let go of the fire button for a second. The cursor will 
line up right above the launcher. It takes a little prac- 
tice and coordination, but it works really well. 

You're shooting at wave after wave of attacking 
Megalyte Warrior Ships which have ah annoying habit 
of dropping laser bomb blasts. You have to be quick 
with the cursor reflexes. The higher the ships are on 
the screen, the more points they earn you. 

Every so often a death ship appears, after you get fair 
warning with a "beep-beep-beep" alarm. Unlike the 
other attacking ships, if the death ship reaches the 
ground, you lose your anti-matter launcher. Here, you 
have to be especially adept at moving the cursor and 
keeping up a withering fire. There's, no way to hide 
from a death ship. 

There are 26 game selection settings— 13 variations 
in both one- and two-player versions. Also, you can set 
up the difficulty switches for three different levels of 
game speed. 

This is a good game with interesting sound 
effects and lots of continuous action. The 
lower playing levels are easy enough so 
you can rack up some impressive- looking 
scores even while you're practicing. 
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Keep your launcher in one corner and the cursor in the 

opposite corner for diagonal fire, until things get hot in 

one spot or the death ship appears. 
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THfc MUrtE PATCHES YOU EARN THE 
HIGHER RANK YOU CAN EARN — UP TO 
VIDEO PRO. 

ONE STRIPE VIDEO CHALLENGER 

TWO STRIPES VIDEO INVADER 

THREE STRIPES VIDEO WARRIOR 

ONE BAR VIDEO CADET 

TWO BARS VIDEO CAPTAIN 

DIAMOND VIDEO AVENGER 

1 TO 3 STARS VIDEO COMMANDER 

YOU'LL LOOK GREAT SHOWING 
YOUR STUFF ON VPA'S OFFICIAL 
JACKET WITH GAME PATCHES. 



OFFICIAL EMBLEM AND PATCHES 



THE OFFICIAL VIDEO GAME CLUB . . . REGULAR 
MEMBERSHIP IS $15 — ELECTRONIC FUN MARCH SPECIAL IS $10 PER 
YEAR MEMBERSHIP FEE. ADDITIONAL $6 PER FAMILY MEMBER . . . VPA 
CLUB MEMBERSHIP INCLUDES: OFFICIAL PLASTIC COMPUTER 
NUMBERED CARD, MONTHLY NEWSLETTER, LOCAL, REGIONAL, AND 
NATIONAL TOURNAMENT DATES AND NEWS, INSTRUCTIONS TO EARN 
PATCHES AND RANKS, SPECIAL DISCOUNTS FROM CATALOG. 



EARN YOUR PATCHES ON IN-HOME OR ARCADE GAMES AT OFFICIAL ARCADES. 

FILL OUT THE COUPON . . . CHECK SQUARE FOR IN-HOME OR ARCADE MEMBERSHIP. ENCLOSE 
YOUR CHECK OR MONEY ORDER FOR PLUS FOR EACH FAMILY MEMBER. MAKE SURE 

TO ENCLOSE THE NAMES OF EACH FAMILY MEMBER. YOU CAN EARN A VPA JACKET WITH 

EMBLEM BY SPONSORING 1 2 INDIVIDUAL PLAYERS AS MEMBERS. ALLOW 3 TO 4 WEEKS 
FOR DELIVERY. 



NAME_ 



ADDRESS- 
STATE 



ZIP- 



TELEPHONE. 



FAMILY MEMBERSHIPS BELOW: 

NAME 

NAME 

NAME 



AGE- 
AGE- 
AGE- 



AGE. 



MALE □ FEMALE □ 

TYPE OF IN-HOME VIDEO SYSTEM OR 
COMPUTER: 



PLEASE SEND ME VPA'S MEMBERSHIP PACKAGE 

FOR MEMBERS. ENCLOSED IS A CHECK OR 

MONEY ORDER FOR $1 0, OR FAMILY PRICE OF 

$ MEMBERSHIP IS FOR 

IN-HOMED ARCADE □. 

mail to VIDEO PLAYERS 

ASSOCIATION 

P.O.BOX 36638, BIRMINGHAM, AL 35236. 
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HEY! what 
about US? 



Animals that gomes forgot 
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Animals are everywhere. If you don't believe us, just look around. There. 
There's a dog. Or evidence that one has just been there. Watch out. The very fire 
hydrants are testimony to the existence of dogs. And over there. ThaVs a cat. 
And trees hold birds and sometimes cats. But while many animals are 
represented in video games, some species are not and we feel that this is a tragic 
oversight. Tragic. Something must be done about it and that's all there is to it 
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Dy Randi Hacker 



Chickens! What's so great about 
chickens? This is not a question we 
would advise asking someone like 
Frank Perdue but, in general, it's a 
pretty good one if we do say so our- 
selves. Nothing, is our answer. So 
why has so much brouhaha been 
made over them in video games? 
Freeway. Eggomania. Chicken, 
And so forth. 

And monkeys. Not content to be 
the first in outer space, they also 
have to be among the first forms of 
wildlife in RAM space, (cf. Amidar, 
Monkeyshines, Donkey Kong and 
Donkey Kong Jr.) 

But what about owls? And three- 
toed sloths? And duckbilled platy- 
pusses? Wallabees? Bush babies? 
Mock turtles? All of these (and 
more, more, more) have been sorely 
neglected, and don't think they 
don't care. They do. Why just last 
week we here at the ERA (Equal 
Rights for Animals) received a letter 
from a marsupial in Alabama which 
read (in part): "Put $5,000 in un- 
marked bills in a brown paper bag 
and leave it on the corner of 
Hollywood and Vine or you'll never 
see your. . . " No. Wait. That's the 
wrong letter. Oh. Here it is. "Dear 
Sirs (opossums are nothing if not 




For too long certain animals have 
been badly neglected in videogame- 
dom. Take SNAILS, the stars of the 
game pictured above. The object of 
this game is to move slowly. Very 
slowly. Below, we have OWLS, a game 
dealing with nocturnal birds. The ob- 
ject is to sleep during the day and stay 
awake at night while rotating your 
head 360 degrees. 




qoooqo 



exceedingly polite) I know we're not 
the most exciting animals in the 
world. We do sleep a lot but we 
could make a very relaxing video 
game. What about it? Huh? Name 
withheld." 

This is only one of thousands of 
pathetic pleas we receive from 
animals daily. Doesn't your heart 
just go out to the poor little 
creatures? This type of out and out 
neglect just has to stop. There are 
other animals out there just crying 
for a place in history. To help 
designers get off to a good start, 
we've got a few games written here 
that ought to show them where the 
action really is. They're just rough, 
mind you and would have to be 
fleshed out some but it's a start. 
Chickens! Feh! Put your money on 
owls or skunks or snails or goldfish. 
Thank you. 

owls ~ 

The object of this game is a sim- 
ple one. Stay awake at night and 
sleep by day. Sound easy? It is. 
While the daytime sequence of the 
game is a little dull, nighttime really 
takes off. The owl's head turns 360 
degrees and everything. Wow! Use 
your joystick to rotate the owl's 
head. Use the fire button to open 
his eyes. An optional maneuver is 
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rapid eyelid movement (REM) in 
which, by simply depressing the 
fire button continuously, the eyes 
automatically open. It doesn't have 
to be done manually. Thank good- 
ness. 

SNAILS 

Granted snails are slimy, unap- 
pealing little creatures, but is this 
any reason to overlook them 
altogether? There's not much to 
them graphically but therein lies 
their beauty. It would leave a hell of 
a lot of memory to devote to game 
play. The object of this game of 
culinary skill is to maneuver a snail 
from the left side of the screen to 
the right and into a waiting recep- 
tacle filled with garlic and butter 
sauce. A French chef in one of those 
silly little white hats they always 
wear comes around now and then 
smacking his lips and muttering 
"Mangez mon chapeau!" This may 
sound unappetizing to you but a lot 
of people we know love snails. So 
don't let us hear you laugh. Chacun 
a son gout. In level two, things get 
tough. Instead of moving from right 
to left, you've got to move from left 
to right. Talk about disorientation! 
Clearly, speed is of minor impor- 
tance here. Move slowly stopping 
often to rest. The game could last 




More forgotten species* Above, 
SKUNKS, o gome of feor and loathing. 
You've got to stoy inside come smell 
or high water. Below, GOLDFISH, 
perhaps the most overrated species in 
existence. For most of the game, the 
fish ore alive. Then they die. At this 
point it is best to stop feeding them 
and start taking them out of the bowl 
and disposing of them instead. 




hours. And isn't that something we 
all ask of a video game? That it 
keep us occupied over a long period 
of time? 

SKUNKS 

Skunks have long been snubbed 
by just about everyone. The object 
of this game is to keep your family 
inside the house while the skunk 
stands on the front lawn. Whatever 
you do, don't open the door. If you 
do, you'll have to move. Every once 
in a while, you can all peek out 
through the picture window to see 
if he's made any progress. If not, it's 
back inside to wait some more. 
What fun! 

GOLDFISH 

There are no predators and the 
goldfish don't come from outer 
space. If anything, they come from 
the state fair where they were won 
by tossing dimes onto cracked 
china plates. Now you've got these 
fish in a bowl in your room. All they 
do is swim around and around and 
eat and make a mess. Eventually 
they die. That's where you come in. 
You've got to remove them from the 
bowl with the net that's provided 
and flush them down the toilet 
located in screen two. This is a 
classic game oflife and death. D 
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Demon Attack and Phoenix. RealSports Football and M Network 
Football Defender and Chopper Command. Sure they sound different 
but once you get them home and on the TV screen they're exactly 
alike. Or are they? Would you be able to tell them apart? EF did an 
in-depth study of games that look alike and, in some 
cases, play alike. We determined the similarities (if 
any) and differences (if any) and evaluated 
them in comparison with each other. Are 
any better or worse than the others and f if 
so, how? Read the results of our video game 
taste test and see. 



i { 



* * 



By Raymond Dimetrosky 

As recently as a year ago the 
video gamer had it pretty easy 
when it came to deciding which 
cartridges to buy. If you liked space 
games, you'd simply go to the store 
and buy the one or two space 
games made for your system. No 
rough decisions. Well, today not on- 
ly are there a number of similar 
games to choose from, but some of 
them seem to be virtually identical. 
What is the difference between Star 
Raiders. Star Voyager and Star 
Master? How can you possibly 
know which of these games is for 
you? Relax. Once again Electronic 
Fun will help clear up the confu- 
sion. We've tested a number of 
lookalike games for the Atari 2600. 
and now it's time to separate the 
winners from the losers. 

Send In The Clones 

If you read the descriptions of 
Defender from Atari, Chopper 
Command from Activision, Space 
Jockey from U.S. Games and Ber- 



muda Triangle from 
Data Age they appear to 
be completely unre- 
lated. Each has its own 
unique premise. In De- 
fender you are trying to 
protect Earth from evil 
aliens, in Chopper Com- 
mand your mission is to 
guard a truck convoy 
against enemy choppers 
and jets, in Bermuda Tri- 
angle your goal is to col- 
lect valuable treasures 
while avoiding hostile 
creatures, and in Space 
Jockey your objective is to 
shoot down the enemy 
while avoiding their fire. 
But look closer. These 
games are more similar 
than they initially appear 
to be. 

For one thing, in each 
game you score points by 
shooting and destroying 
the enemy. It doesn't really 
matter whether your mis- 
sion takes you deep into the 
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ocean or far into outer space; you 
are good and you must destroy evil. 
And whether you are piloting a sub- 
marine, a space ship, or a helicop- 
ter, the scenery is changing be- 
neath you as you travel. 
Let's examine them individually: 



you avoid enemy fire, you get to 
play. At the next level of complexity 
you'll find Chopper Command. 
Although you shoot everything that 
is in the air, you must be careful not 
to crash into the trucks on the 



The simplest is Space Jockey. You ^fc ^fc * IB^ 

score points by ^^^ — ^ ^^^ ^ .^^m^^^ 
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The clone game challenge 






shooting everything 
(including houses and 
trees) and as long as 
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ground. You must also try to hit the 
enemy choppers and planes before 
they bomb your trucks. 

Not complicated enough for 
you? Try Bermuda Triangle. 
While shooting at the 
enemy, you have to re- 
trieve treasures from 
the bottom of the 
ocean and bring them 
up to your ship. But 
look out! You not only 
lose points when you 
are hit, but also when- 
ever you bump into an 
alien. And if you should 
happen to smash into 
one of the hazardous ob- 
jects, it's curtains. 

Finally, for those of 
you into extremely in- 
volved games, there's 
Defender. While 
shooting various aliens, 
you must also protect 
your fellow humanoids. 
If an enemy mutant cap- 
tures a humanoid, you 
must find the pair, shoot 
the mutant, and help the 
humanoid safely to the 
ground ... or he'll turn 
into another mutant! If 
every humanoid is de- 
stroyed, your planet is 
demolished, but the 
game goes on. In addi- 
tion to all of this there are 
smart bombs, and hyper- 
space, and . . . well, this 
game is quite involved. 

Because of the dif- 
ferences (no matter how 



slight), each game may appeal to a 
different type of player. 

Quickness Or Smarts? 

If you want to test your reflexes 
rather than your mind, then Space 
Jockey may be for you. On the 
other hand, if you're prepared to 
study your radar and make light- 
ning-fast decisions about hyper- 
space and smart bombs, check out 
Defender. Chopper Command and 
Bermuda Triangle are somewhere 
in the middle. 

Both Defender and Chopper 
Command offer three features not 
included in Space Jockey and Ber- 
muda Triangle. In Defender and 
Chopper Command, when you are 
soaring through the air and find 
yourself face to face with the 
enemy, you can reverse your craft, 
travel in the opposite direction, and 
fly off to safety, In Bermuda 
Triangle and Space Jockey, there's 
no turning back! 

Another excellent feature in 
Defender and Chopper Command 
is radar. While you are traveling 
through a limited portion of the 
field, these games allow you to view 
the entire territory in one quick 
glance. This feature is particularly 
helpful in Defender, where it can be 
used to find one of your fellow 
humanoids who is being carried off 
to his doom. 

What really sets Defender and 
Chopper Command apart are the 
waves of attackers. Instead of 
undertaking an endless mission, 
where the enemy gets faster and 
faster until you're defeated, you 
complete one wave of attackers and 
then advance to a harder one. Not 
only does this allow you to feel a 
sense of accomplishment (even if 
you are defeated) but it also gives 
you a few seconds of rest before 
your next mission. In addition, you 
earn bonus points. 

The graphics are excellent in all 
four of these games, although in 
Defender there are so many things 
flying around that detail tends to 
suffer. The humanoids, for exam- 
ple, look more like square boxes 
than people. And when you are fir- 
ing at the enemy, your ship actually 
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DEFENDING THE PLANET 




The first group: (from upper left) CHOPPER COMMAND by Activision, DEFENDER 
by Atari, SPACE JOCKEY by US Games and BERMUDA TRIANGLE by Data Age. 
All of them have basic similarities but it's their differences that count and 
CHOPPER COMMAND and DEFENDER stand out. 



disappears for a fraction of a se- 
cond. In all fairness, though, the 
designers have done such a master- 
ful job of retaining the flavor of the 
arcade hit that it's picky to com- 
plain. 

Blue Loser 

Chopper Command's creators 
deserve particular credit for their 
game's superb graphics. Not only 
do the helicopter propellors twirl, 
the tiny wheels on the trucks also 
turn as they roll along. And instead 
of boring black bullets, your am- 
munition takes the form of brilliant 
blue laser beams that light up the 
sky. 

While each of these games has its 
advantages and disadvantages. 
Defender and Chopper Command 
are the real winners. The designers 
of each have expanded on the 
scrolling shoot-out theme to create 
contests with real personality. 
Chopper Command offers superior 
graphics in a real test of your eye- 
hand coordination, but Defender of- 
fers the greater mental challenge. 

Our choice— Defender by Atari. 

A few years back Atari created a 



computer game named Star 
Raiders. Since you had to use the 
keyboard to plan your strategy, 
most people assumed this would be 
one contest that would remain 
available solely to computer 
owners. Well, the ingenious pro- 
grammers of the VCS managed to 
fool the skeptics, and now there are 
no fewer than Vive variations on the 
Star Raiders theme; Star Master by 
Activision, Star Voyager by Imagic, 
Phaser Patrol by Starpath, Space 
Attack by M Network and of course 
Star Raiders by Atari. 

Since the five games are all ex- 
tremely complicated, it would be 
impossible to describe each of them 
in detail. In general, your goal is to 
pilot a ship through space, while 
fighting off the enemy who is out to 
destroy you. But these are not just 
shoot-em-up games, these are com- 
puter games which require you to 
think and plan out strategies. So 
you'd better keep a close eye on 
your energy level, the damage to 
your craft and the location and 
number of attackers who remain. 

As in the scrolling shoot-out 
games, there is quite a variance in 



complexity among these five con- 
tests. On the simple end there's M 
Network's Space Attack. In this 
game you don't have to worry 
about levels of energy or damage to 
your ship. If you are a fast and ac- 
curate shooter, you will probably 
excel. On the other end of the spec- 
trum is Atari's Star Raiders. This 
game is so complicated it needs a 
sixteen page instruction manual. 

Complexity 

For example, instead of just one 
report on damage to your ship, 
there are four separate indicators. 
You may have damaged your 
photons and completely destroyed 
your engine while your shields and 
computer are still functioning pro- 
perly. 

Star master, Star Voyager and 
Phaser Patrol fall somewhere in be- 
tween Space Attack and Star Raid- 
ers in complexity, with Star Voy- 
ager on the simple side and Star 
Master nearly as complicated as 
Star Raiders. If you're the type of 
person who likes to sit right down 
and play a game without learning a 
lot of complicated rules, then Space 
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Attack or Star Voyagers will be 
more to your liking than the other 
three. But Phaser Patrol might offer 
the best compromise. Although it's 
extremely detailed it's also relative- 
ly easy to play. 

Before you can kill an enemy 
you have to find him, so in Star 
Raiders, Star Master and Phaser 
Patrol, you must shift back and 
forth from a view of outer space 
through your ship's window to 
galactic charts or maps. With a 
quick glance at these charts you 
can easily identify enemy sectors, 
empty providences and sectors 
which include friendly star bases. 
How do you do this? The creators of 
the VCS version of Star Raiders 
took the most logical approach — 



of your better investments. 

The creators of Star Master have 
kept the cost of their cartridge 
down by using the color black-and- 
white switch on the VCS to jump 
from one play field to the other. 
Starpath uses the difficulty switch- 
es to do the same thing in Phaser 
Patrol Phaser Patrol is also a 
premium priced game, however, 
since it's packaged with the Star- 
path Supercharger. This increases 
the VCS's memory and graphics 
capabilities through the use of a 
standard cassette tape recorder. 
This makes it another good invest- 
ment. 

With the exception of Star 
Voyager, which has two different 
two-player versions, these are one- 



Star Raiders and Star Master offer 
more game levels. Instead of just 
speeding up the action in more dif- 
ficult contests, they also increase 
the size of the enemy's fleet. As you 
improve, you really begin to ap- 
preciate this. 

Another added dimension is 
radar. While all of the games claim 
to have it, only Star Voyager, 
Phaser Patrol and Star Raiders 
give you the luxury of a small radar 
screen that's visible even while 
you're doing battle. While the 
screens look impressive, they're not 
particularly useful. 

This is not true of the friendly 
star bases you use for docking and 
refueling. In Star Raiders. Star 
Master and Phaser Patrol when 



DEFENDING OUTER SPACE 




The second groupi (from upper left) STAR RAIDERS by Atari, STAR VOYAGER by Im- 
agic, SPACE ATTACK by Mattel and PHASER PATROL by Starpath. Also included in 
this group was STAR MASTER by Acti vision which is not pictured here. All the 
games are extremely complicated and require you to pilot a spaceship. 



they simply included a keypad with 
the 2600 cartridge. By plugging the 
joystick into the left jack of the 
VCS, and the keypad into the right 
jack, every control you' con Id 
possibly need is at your fingertips. 
Because of the keypad, Star 
Raiders is one of the more expen- 
sive games. But since Atari prom- 
ises future games which utilize the 
keypad. Star Raiders might be one 



player games. Star Raiders, Star 
Master, Phaser Patrol and Star 
Voyager all reward your successful 
completion of each mission with a 
ranking or score, but this is one 
feature noticeably missing from 
Space Attack. 

Fleet's Too Dig 

So much for the similarities— 
what about the differences? 



your ship is damaged or you are 
running low on fuel, simly turn to 
your galactic map, find the star 
base, make a quick pit stop and 
continue your mission. You must 
keep a steady eye on the status of 
your ship— if you wait a second too 
long to find your star base, you Ye a 
goner. 

In Star Voyager you can also 
refuel (and advance to the next 



ELECTRONIC FUN WITH COMPUTERS AND GAMES 73 



ELECTRONIC FUN- COMPUTERS «; GAMES 



DASEDALL 
CARTS 




The third groupt (from left) M 
NETWORK DASEDALL by Mattel 
and REALSPORTS DASEDALL by 
Atari. We've come a long 
way from the old HOME RUN. 



level) by finding a star portal on 
your radar and entering it. But this 
requires you to rely more on your 
reflexes (and a little bit of luck), 
than on strategy. One great feature 
of Star Voyager, though, is the 
choice of weapons; either a less 
powerful means of destruction re- 
quiring very little energy, or a big- 
ger blast which uses up a lot of fuel. 
You can even hook up both 
joysticks and use each one as a dif- 
ferent weapon. 

Artful Dodger 

All of rhese games have outstand- 
ing, colorful graphics. In Star 
Voyager, when you enter a space 
portal, the effect is truly out of this 
world— a flashing maze of colors 
until you reach your destination. 
Similarly, in Star Master you'll 
really feel like you're flying. The 
stars race past you at an incredible 
rate while you artfully dodge deadly 
asteroids. 

But hands down, the most 
phenomenal graphics belong to 
Phaser Patrol Look through your 
craft's window to track down the 
enemy and you know what it feels 
like on board a space ship, right 
down to the instrument panel with 
radar and a computer readout. 

Our choice: Phaser Patrol by 
Starpath 

Recently a new group of look- 
alike games appeared when Atari 



released its adaptation of Phoenix. 
Your mission is to destroy the mu- 
tant war hawks who are attacking 
the Earth, while protecting their 
alien spaceship. Imagic beat Atari 
to the home screen with its own 
bird attack game for the VCS named 
Demon Attack. Now that Phoenix is 



best graphics, simply because of its 
wide variety of attackers. Every 
wave greets you with a new, even 
more ghoulish set of creatures. 
Some of the Demons open and close 
their mouths, some of them twirl 
around sideways— you never know 
what to expect next. As chilling as 
the squawking bird-sounds in 
Phoenix are, they can't equal the 
sounds in Demon Attack. 

Force Field 

Phoenix does offer you one ex- 
cellent feature not found in Demon 
Attack, namely a force field which 
protects you from the enemy. But 
be careful. After it has vanished, it 
can't be reactivated for another 3V& 
seconds. 

In both games you'll meet a 
number of birds who possess uni- 
que talents. The monstrosities 
found in the third and fourth wave 
of Phoenix must be hit exactly in 
the middle or they regenerate back 
into one piece. Demon Attack will 
also make your life miserable. In- 
stead of dying peacefully the birds 
sometimes split into two, giving 
twice as many enemies. Phoenix is 




FOOTDALL 
HEROES 






The fourth group* (from left) 
REALSPORTS FOOTDALL by Atari 
and M NETWORK FOOTDALL by 
Mattel. Doth versions are ex- 
cellent. 



out, you, the video gamer, must 
make the choice. 

Both games offer superior 
graphics and outstanding sound ef- 
fects. The birds in both are ex- 
tremely colorful and detailed. But 
Demon Attack wins the award for 



good, but Demon Attack is a must 
for every owner of the VCS. 

Our choice— Demon Attack by 
Imagic. 

And let's not forget the new 
sports games. Atari now has 

Continued on page 90 
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Now... a magazine about 

video and computer games 

that's as much fun to read 

as the games are to play! 




New from Video Review, the world 
authority on consumer video, the definitive 
new magazine for high-tech gamers: 
ELECTRONIC FUN WITH COMPUTERS & 
GAMES. Electronic Fun will offer readers 
the best coverage of the market, the best 
graphics and best writing in an irresistable 
format that is new, different and better 
than anything else available today. 

If the attached postage-paid order card is 
missing, use the coupon to the right. 



| 1 

ELECTRONIC FUN WITH COMPUTERS & GAMES ■ 

R O. Box 947, Farmingdale, NY 11737 

\_\ Begin my 1-year (12 issues) subscription to 
ELECTRONIC FUN WITH COMPUTERS & GAMES with the 
premier issue. I enclose $19.97 in payment. 

□ I prefer to charge it to my credit card. □ MASTER CARD □ VISA 

Card No Exp Date 



Signature _ 



ADDRESS 



CITY /STATE /ZIP 

Add $4 00 for Canadian & $20 00 for foreign orders. Please allow 6-8 weeks tor receipt of 
first issue. Payment must accompany foreign orders 7291 01 
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COMPUTER WORKOUT 




Texas Instruments' Tl 99/4A 

WANTED; Personal computer system with full 16-color 
graphics capability and a high resolution 192-by-256 pixel 
display. Computer should contain a 16-bit micro- 
processor, and be able to address more than 64K of 
memory. Additional capabilities should include a 
built-in three-voice music synthesizer with one chan- 
nel of white noise, optional voice output capability, a 
built-in BASIC programming language with 13-digit 
accuracy and a typewriter-like keyboard. Must be a 
popular system with a large number of games avail- 
able. Computer should be able to accommodate ex- 
tended BASIC, LOGO and UCSD Pascal. Price must 
be under $200. 



By Jules H. Gilder 



Does the above "want ad" sound 
like it's straight out of someone's 
computer fantasy? Two years ago it 
would have been. Today, however, 
it's not fiction — the computer that 
meets all of these requirements is 
the TI 99/4A from Texas Instru- 
ments. While the 99/4A is a great 
machine for video gaming because 
of its excellent color graphics, 
sound and voice capabilities, you'll 
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probably have a few serious 
criticisms of it if you've had ex- 
perience on other computers. 
On the one hand, the 99/4A has a 
lot of potential. On the other hand, 
it's not always accessible to the 
user. Nevertheless, in this past year, 
99/4A computers have been selling 
like crazy, but it wasn't always so. 
When Texas Instruments first in- 
troduced its home computer a few 
years ago. reaction to it was less 




than ecstatic. Known then simply 
as the TI 99/4, the unit came 
bundled with a color monitor and 
sold for over $1,200. In addition, 
the 99/4 had only a small keyboard 
with calculator-like pushbuttons. 
The original 99/4 had one other 
very big disadvantage. If you want- 
ed to add peripherals, you needed a 
table that was capable of expanding 
its length— the peripherals plugged 
into the side of the computer in a 
chain-like fashion. Each time you 
added something onto the com- 
puter, the width of the table would 
have to grow. Now the 99/4 A has 
an expansion box that sits behind 
the computer and can hold most of 
the add-ons. 

Drain Power 

The microprocessor in the 99/4A 
is a TMS 9900, which is a 16-bit 
micro. This means that the micro 
has the ability to address a lot more 
memory than the more commonly 
used eight-bit devices. While the TI 
computer uses this to some advan- 
tage, it still has a lot of untapped 
brain power. 

The 99/4A comes with 26K of in- 
ternal ROM memory that contains 
the operating system and the 
BASIC language. The basic 
machine comes with 16K of RAM, 
but it is exapandable up to 48K. As 
an extra plus, the TI 99/4A can ac- 
cept program cartridges, called 
Command Modules, that have up to 
30K of additional ROM memory. 
With so much memory available 
for game designers to work with, 
games for the TI 99/4A can be 




»!!<:il WfW STREHOTH 



TERRY TURTLE'S ADVENTURE 
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TUNNELS 




DLASTO 



The TI 99/4A computer 
has 1 6-color graphics 
capability and music 
and voice synthesizers. 



quite sophisticated and have ex- 
cellent graphics. 

Designers of other computer 
games and computers should look 
at the way Texas Instruments 
designed its cartridge 

system. Its primary aim 
is to meet the needs of 
the user, rather 
than have the user 
meet its needs. 
Most video 
games and 
comput- 
ers that 
accept 
cartridges 
require the user to 
turn the game off before 
plugging a cartridge in or pulling it 
out. The on/off switch, howver, is 
one of the most unreliable parts of 
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any system; it's subject to early 
failure with frequent cartridge 
changes. The designers at TI decid- 
ed that it shouldn't be necessary to 
force the user to turn the computer 
off, so they produced a system that 
will allow the switching of car- 
tridges even with the power on. 

Although the TI 99/4A is a pro- 
grammable computer, it is really 
better as an educational tool and a 



game machine than as a computer. 
This is because a lot of its graphics 
capabilities are not accessible to the 
owner/programmer and are only 
available through programs in 
Command Modules. How come? 
One reason is that there are no plot- 
ting commands available to the 
user. 

TI BASIC, which comes with the 
99/4A, has many of the familiar 



BASIC commands in it, but it's 
missing many of the more useful 
ones. PEEK and POKE, for exam- 
ple, have been left out of TI BASIC, 
probably to keep programmers 
from wandering around the 
machine's internal memory 
thereby aiding in the protection of 
TI's Command Modules. Other 
missing commands are LEFTS, 

Continued on page 93 
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Four new ways 

togetKRAZY! 

CBS Software introduces four new fast-action games for your Atari 
400 and 800 or Commodore VIC-20 computers * Each one is so 
challenging, you'll see why K-RAZY is the name of the game! 

Take K-RAZY ANTIKS,™ for instance. If the carnivorous ants 
don't get you, their exploding eggs might. As you're defending your 
way through this multi-level maze game, watch out for the hungry 

anteater's sticky tongue and the 

flooding rainstorm, too! 

If that doesn't make you 
crazy try K-RAZY SHOOT-OUT! ™ 
If you have terrific marksmanship, 
you can blast through the evil Alien 

Droids. But only if you're really sharp will you be able to avoid the 
radioactive walls and escape the deadly Control Sectors. 

Or, try K-RAZY KRITTERS.™ You're in charge of the Command 
Ship, but it will take fast thinking to blast the invading Alien 
Attackers to save your Star Base from impending doom. Fail, and 
face the consequences— as your 
Command Ship is carted off to the Intergalactic Junkyard! 

Just as crazy is K-STAR PATROL.™ Because you're the Star Ship 
Squadron's only hope. Maybe you can defend against the Alien Attack 

Forces, but can you escape the 
Intergalactic Leech, too? Oh, and 
one other thing: replenish your Star 
Ship's Force Field, or the end is near! 

v ^p* |-§ Also, this April, watch for 

our two new games that look, 
sound and play so different from 
anything else, you'll really have 
to see them to believe them. They're 
MOUNTAIN KING™ and BOULDERS AND 
BOMBS™ —both exploding with challenge! 







After all, they're from CBS Inc. And everything that name 



stands for in quality entertainment 
is built into each and every game. 
Remember. Get the most you 
can out of computer games . . . and 
getKRAZY! 

"All programs are available as ROM cartridges for 
Atari' 400™ and 800 m computers. K-RAZY ANTIKS™ 
and K-STAR PATROL™ are also available for 
the Commodore VIC-20.™ 



Jfes- 



■MAZYANTIKS 
K-RAZY SHOOT-OUT 
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CBS 
Software 



A Unit of CBS Inc. , 41 Madison Ave. . New York, NY 10010 



© CBS Inc. 1983. "VIC-20" is a trademark of Commodore Business Machines. Inc. 'Atari; "Atari 400" and "Atari 800" are trademarks of Atari, Inc. 
"K-RAZY ANTIKS," "K-RAZY SHOOT-OUT "K-RAZY KRITTERS," 'K-STAR PATROL" and "BOULDERS AND BOMBS" are trademarks of Kay Enterprises Co. 
"MOUNTAIN KING" is a trademark of E. E Dreyer. Inc. 
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A short course in VIC-20 computer graphics 



Everyone has seen Tron (or pictures of it) and everyone is impressed with the 
sensational computer graphics that were used in the movie. Wouldnt you like to 
make your computer generate graphics, too? We Ye not promising that the 
VIC-20 programs listed here will come close to the spectacular graphics in the 
movie but it f s a start. After all you have to learn to press RUN before you can 
RUN. 



By Martin Doss 



With some very simple programs, 
you can make your VIC-20 come 
alive with bursts of color and with 
patterns that will flash, dance and 
zip around the screen. The best 
way to learn is by doing, so let's do. 

Let's say you're giving a surprise 
birthday party and you want to 
have the message "HAPPY BIRTH- 
DAY" flashing on the television 
screen. Turn on your VIC and type 
in the following program. 

10 PRINT "HAPPY BIRTHDAY" 
20 PRINT" [I" 
30 GOTO 10 

To get the inverse heart symbol 
in line 20, you have to hold down 



the shift key and the CLR key at 
the same time. This symbol 
represents the instruction "clear 
the screen." 

Now RUN the program. If you 
typed it in correctly, you should see 
the message "HAPPY BIRTHDAY" 
flickering in the upper left hand cor- 
ner of your screen. 

Flicker And Flash 

This is nice but there are two 
things that could be improved in 
this program. First, we'd like the 
message to flash on and off like a 
neon sign, and right now, it's just 
flickering. Second, we'd like the 
message displayed in the center of 
the screen. By the way. you're not 



under any obligation to use the 
words "Happy Birthday." You may 
certainly substitute any word or 
phrase you like better. 

But before we fix the program, 
let's make sure we understand how 
it works. When you give the com- 
mand RUN, your VIC examines the 
program you've typed in to find the 
line with the lowest line number. It 
performs the instructions on that 
line and then goes to the line with 
the next higher number. In our pro- 
gram, line 10 prints the message, 
line 20 erases it, and line 30 loops 
back to line 10 so that the whole 
process can begin over again. When 
you tell the program to RUN, it goes 
into an endless loop of print/erase. 
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print/erase, print7erase and so on. 
One thing about computers, they 
never get bored doing repetitious 
tasks. 

The problem is that all of this is 
happening so fast that it's a blur to 
our eyes., Instead of seeing a 
smooth,, even flash, we just see a 




flicker when we want more of a 
flashing on and off effect. The solu- 
tion is to slow down the program by 
inserting one or two time delay 
loops. Add these lines to your pro- 
gram and then RUN it. 

15 FORT=1T0 500:NEXT 
25 FORT=lTO500:NEXT 
If you'd like the message to flash 
even slower, try 

15 FOR T = 1 TO 1000: NEXT 
25 FOR T= 1 TO 1000: NEXT 
A time delay loop is very easy to 
understand. Take line 15 for exam- 
ple. When the computer reaches 
this line, it counts from one to 500 
and then goes on to the next line of 
the program. This counting takes a 
fraction of a second and that puts a 
slight delay into the program. 
When you change the line so that 
the computer has to count from one 
to 1000, you get a longer delay. 

To center "HAPPY BIRTHDAY", 
you have to know that from the left 
edge of the screen to the right edge, 
VIC has space for 22 characters. 
"HAPPY BIRTHDAY" takes up 14 
spaces. Some simple arithmetic 
shows that we need margins of four 
spaces. (Twenty- two minus four- 
teen is eight. Eight divided by two 
is four.) So add this line to your pro- 
gram. 

9 PRINT TAB(4) 
and change line 30 to 
30 GOTO 9 



The only remaining problem is 
that "HAPPY BIRTHDAY" is still at 
the top of the screen. We've 
centered it horizontally but not ver- 
tically. Add this line to your pro- 
gram: 

8 PRINT 
and change line 30 to 

30 GOTO 8 

As you can see, PRINT causes a 
blank line to be printed. "HAPPY 
BIRTHDAY" moves down to the se- 
cond line of the screen. If you want 
to print several blank lines, you can 
string several PRINTs together, like 
so: 

8 PRINT : PRINT : PRINT : 

PRINT 
Experiment a bit with line 8 and 
you'll soon figure out how many 
PRINTs are needed to move "HAP- 
PY BIRTHDAY" down to the center 
of the screen. 



Scrolling 



Here's a different way to display 
"HAPPY BIRTHDAY." The 
message starts out at the bottom of 
the screen and slowly scrolls its 
way to the top. This program 
should be a cinch to understand if 
you've followed jail the explanations 
so far. Line 10 sets the left hand 
margin so that "HAPPY BIRTH- 
DAY" is centered horizontally. Line 
20 prints the message. Line 30 
prints three blank lines. Line 40 is a 
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20 
30 
40 
50 



time delay loop that slows down the 
program. And line 50 sets up a loop 
so that the program will run con- 
tinuously. 

10 PRINT TAB(4) 

PRINT "HAPPY BIRTHDAY" 
PRINT : PRINT : PRINT 
FOR T = 1 TO 500: NEXT T 
GOTO 10 
Now let's make the program 
more personal. We'll have it say 
"HAPPY BIRTHDAY BILL." Add 
these lines: 

24 PRINT TAB(9) 
26 PRINT "BILL" 
Then type RUN and see what 
happens. 

Graphic Characters 

Now that we've learned two dif- 
ferent techniques for displaying 
messages, we're ready to move on 
to color and pattern. The simplest 
way to put patterns on the screen is 
by using the VIC's graphic 
characters,. Notice the ball on the 
right side of "Q" key. If you hold 
down the shift key and press the 
"Q" key at the same time, a ball 



simple program using the two 
slashes. In line 10. after the first 
quotation mark, put four spaces 
before you type the graphic 
characters. 

10 PRINT "\/";[SHIFT-M 

SHIFT-N) 

20 FOR T = 1 TO 50: NEXT T 

30 GOTO 10 

Now, to see how important spaces 
are, change line 10 so that there are 
five spaces before the graphic 
characters,. RUN the program. 

With four spaces before the 
graphic character, the design 
you'll end up with will 
look like a series of 
V's each separate 
from the other. Add- 
ing one more space 
gives you a her- 
ringbone sort of 
pattern. Another t 
variation on this 
program would 
be to type the 
two slash marks 
in reverse — the 
second one first ] 



and the first one second. This will 
result in a pattern that looks like a 
bunch of tents. Try your own varia- 
tions using different characters and 
varying the number of spaces. 

Diue Maze 

If we print the slash characters 
randomly, we can 
create still 




will appear on the screen. Try it. 
Now RUN this simple program us- 
ing the ball. In line 10, make sure 
you leave a space on each side of 
the ball. 

10 PRINT "•"; 

20 FOR T = 1 TO 50: NEXT T 

30 GOTO 10 

Let's experiment with other right- 
side graphics characters. Hold 
down the shift key and the "M" key 
and you'll get a backwards slash. 
Now hold down the shift key and 
the "N" key. You get a forwards 
slash. The two characters together 
make a giant "V". Now RUN this 



a different 
pattern— a maze. 

10 N = RND(I) 

20 IF N>. 5 THEN PRINT"/";: 

GOTO 10 

30 PRINT"/"; 

40 GOTO 10 

How does this work? Line 10 
generates a random number be- 
tween zero and one. Line 20 tests to 
see if this number is greater than .5. 
If it is. the "/" gets printed and the 
program loops back to line 10. But 
half the time, the number is smaller 
than .5. The "/" is not printed. In- 
stead, the program drops through 
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to line 30, which causes a '* " to be 
printed. Because of the .5 in line 20, 
the two slashes have an equal likeli- 
hood of being printed. But it's easy 
enough to change the odds. Just 
substitute another decimal like .9. 
Now the odds aren't 50-50. They're 
90- 10 and the pattern will change. 
The punctuation 
marks are 
impor- 



on the top row of the keyboard, will 
change the color of graphic 
characters. 

Hold down the CONTROL key 
and press the RED key. The cursor 
should change to red. Now hold 




tant. 
Make sure 
all semi-colons 
and colons appear on your screen 
exactly as shown in the program. 

A Deck Of Cards 

So far, all our programs have had 
the identical color scheme. The 
screen is white, the border is light 
blue, and the graphic characters are 
dark blue. Let's make some 
changes. On the upper left hand 
side of the VIC keyboard, you'll find 
a CONTROL key. This key, when 
used with any of the COLOR keys 



down the SHIFT key and press the 
"S" key. You should have a red 
heart on the screen. Find the other 
card suits— the spade, the diamond 
and the club. They're the right side 
graphic characters on the "A," "Z," 
and "X" keys. Try making a black 
diamond, a biack spade, and a blue 
club. 

Now let's use the card suits in a 
program. There's one slight com- 
plication here. When you type color 
control keys after a quotation mark, 
you get odd inverse characters on 
the screen. For instance, the 
character representing BLUE looks 



like a backwards arrow. These in- 
verse characters are just VIC's way 
of keeping track of colors. They 
won't be printed out when you RUN 
your program. 

Since this can be confusing, 
here's the exact sequence to follow 
when typing out line 20 below: 
PRINT space QUOTATION MARKS 
three spaces CONTROL BLACK 
SHIFT Z CONTROL RED SHIFT S 
CONTROL BLUE SHIFT X CON- 
TROL BLACK SHIFT A QUOTA- 
TION MARK SEMICOLON. 

10 REM COLORED CARD 

SUITS 

20 PRINT 

30 FOR T = 1 TO 50; NEXT T 

40 GOTO 20 

There's one new keyword here, 
REM. REM stands for remark. REM 
statements are ignored by the com- 
puter. They're for the benefit of the 
person using the program. In this 
case, the REM statement serves as a 
title. It tells us what the program is 
about. As a general rule, the more 
REM statements in a program the 
better. Not only can they serve as 
titles, but they can also help you 
remember what a particular line 
does. In effect, a REM statement is a 
little note to yourself. 

Poking Around 

Now let's change the screen and 
border colors. Type this into your 
VIC. 

POKE 36879,9 
To return the screen to the way it 
wast before, type this. 

POKE 36879, 27 

POKE is a way of changing the 
contents of a memory location in- 
side the VIC. It happens that loca- 
tion 36879 controls the color of the 
screen and border. Think of it as a 
switch. When you want a black 
screen with a white border, you 
have to set this switch to the 
number 9, so you type POKE 
36879.9. On page 134 of your VIC 
guide, you'll find a chart with the 
numbers that you can POKE into 
36879 and the color combinations 
they'll produce. 

Continued on page 90 
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Toeing the Front Line 



By Mi chael Blan chet 

Taito has long been a purveyor of 
original and offbeat games. Their 
latest, Front Line, could very well 
be the sleeper hit of the year. In 
Front Line, you are a lone infan- 
tryman. With pistol in hand and a 
sack of grenades, you must man- 
euver through fields and rocky 



F& 







You're in the ormy now. 




wastelands, avoiding troops and 
tanks. The object of the game is to 
capture the enemy fortress. 

To pilot your G.I. along the ver- 
tically scrolling playfield, an eight- 
position joystick is used. The 
soldier's pistol is aimed and fired 
with an eight-position encoder 
wheel, similar to the one used on 
Taito's Wild Western coin-op. This 
device only allows the player to fire 
from positions corresponding with 
the eight major compass points 
(north, south, east and west and 
points midway between). Instead of 
the unrestrained action of a knob 
(such as the one used in Tron or 



Tempest), Front Line's controller 
clicks into position. To fire, push 
down on the knob. For every 
maneuver, I recommend taking a 
firm grip on the controller. 

The Grenade button rests to the 
far right of the control panel. When 
pressed, one grenade is thrown in 
the direction the infantryman's arm 
is pointing. Grenades fly and fall in 
an "L" shaped trajectory. 

It is not necessary to score a di- 
rect hit on an enemy tank or soldier 
to kill them. If the bomb detonates 
in the proximity of the target, the 
aftershock will knock out the 
enemy troop or tank. 

What makes Front Line so en- 
thralling is the variety of situations 
you encounter during the game, 
each of which calls for a different 
course of action. The following tips 
should help you overcome the 
obstacles you'll encounter along the 
way. 

Avoid the small squares that are 
scattered along the playfield. These 
are land mines. They can, however, 
be put to good use. If a group of 
enemy soldiers is congregating 
around a mine, shoot at the charge. 
A well-placed shot will set off the 
bomb, killing every troop in the im- 
mediate vicinity. Mines leave large 
craters which should be avoided. 

Keep moving at all times. By run- 
ning and firing simultaneously, you 
will fan out your shots, increasing 
your chances of scoring a hit. 

Try to kill every enemy troop as 
you confront it, as opposed to run- 
ning from it. Every troop passed up 
will chase you and eventually catch 
up with you later in the game. A 
good rule of thumb is to kill as you 
go along. 

You'll need to use grenades 
against the snipers that are perched 
atop trees. To bring them down, lob 




a grenade at the base of the tree. 

After negotiating the long vertical 
strip, you'll enter a large wasteland 
covered by dirt roads, grassy fields 
and boulders. Here you'll face what- 
ever troops are chasing you plus 
two types of green enemy tanks. 
Guns are of no use against tanks, so 
you must rely on grenades. For 
greater mobility and firepower, 
climb aboard one of the blue tanks 
parked at various points on the 
playfield. To board a blue tank, 
move up to it as close as possible 
then push the grenade button. Your 




front 
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foot soldier will become a tank com- 
mander. 

When inside a tank, the controls 
operate in a manner similar to 
when the soldier is on foot. The 
knob rotates the gun turret and 
launches the projectiles. The tank 
itself is steered with the joystick. 
When the tank is hit by enemy fire, 
it is imperative that you climb out 
Continued on page 90 
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\ 





\ We're waiting to discover you. 

"""" Send us a program that you've written and maybe we'll send 

you $100. Each month in First Screening, we print a program 
that one of our readers has written. If you think you have 
hidden talent as a designer and you have a program that you 

think deserves recognition, send it to us. Be sure to let us know which computer 

it's for and to include a complete computer printout For more information on 

how to enter, see page 90. 
This month's winner is Mark Pickenheim. Mark is 12 years old but wrote his 

program —The Cube — when he was 1 1 . The amazing part is that he wrote it 

without even owning a computer. He used someone else's. 

when you're ready to resume play, 
load the program and press "S" 
again. 

Strategy 



The Game 



The Cube was written for the 
TRS-80 Model III and requires at 
least 16K of memory. Because the 
listing is so long, it won't work on a 
4K or level 1 computer. 

How To Ploy 

The game is based on the Rubik's 
Cube concept. The computer draws 
a cube on the screen and you must 
make all the little squares on one 
side match. Three sides of the cube 
are seen although only one side 
faces you directly. Although the 
squares are no! in color, each one 
contains a letter and the letters on 
any one side of the cube must all 
match in order to win. 

If you want, the computer will 
scramble the cube for you. All you 
need to do is press "A." 

In order to rotate the cube so that 
the side you're working on is facing 
you, press any key from 1 through 
9 and the side next to or below the 
one facing you will move toward 



whatever number you've chosen. 

There are a few other commands 
you ought to know: Pressing *'R" 
will reset the cube. Pressing 'T' will 
call up the instructions and press- 



ing "S" will either save or load the 
game. The "S" command is par- 
ticularly useful. If you have to go 
somewhere in the middle of the 
game, simply press "S." Later. 



What I do is solve the top and bot- 
tom and then the middle, There's 
only one skill level but it's difficult 
enough to challenge you for a long 
time.D 




Mark Pickenheim, author of THE CUBE. 
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,18S>+CHR*<179>+CHR*<1 Copyright 1W* 

isa ' ;~d by Hark WcHgj;^ 

RD »3 Box 24 « 

Moscow^ ra.ic 



Programed 



-:pRlNTa353, 3 ^ J 
■ ; iPRlNTolbOB*" 3 /; 
« ;:pRINTa856* n l' * 

:FRlNT36*'* B * ; 

G==6REEN 
0= ili RANGE. 




B=E.LUE"' ? 
W = WHITE" 



24,13) 



4£>w ^ t -' „ ~ 
47© SET(D<E> 
480 SET(F.G): 
490 SETtH.U 1 
500 BETCJtK) ' 




190 

200 * 
21® T 

-30 GOTO2410 
240 CLS: Z=l5360 
250 PRlNTaUli ', 
2 6 PRINT3231, * 
-,70 PRINT3475, £ 

28Q PRIN T372 ^ 
-, 9Q P RlNTaO^A*< 

300 GOTO340 D 

310 P« Bellow 

320 PRINTS, * e * fcUL 

330 RETURN 6):NEX T 

34© F0RA*OT059-SET(A 

360 F0RA-5-jTUB?-St )sSET(A+ 1^19)-t 

400 SET(76,AV^SET(77,« y.sETUiZ.A 

3 SSSESSSSS.-- 

450 F0RA=1T018 B=B+ i:C-C- 

C<3,l>-^3j ).t - K3<3)=CC t ,. E=F (2,3):FF=F(3,n 

8-B POKEBIS+Z'B 4 ?' 1 ' 

870 Cttil)"BW;' 21S»BJLal2*^ffC&; _ . pnbE7H5 +Z, A<2*3) 

89 POKE733+i*«J- n.tP0KE36S +1 » B<2 - ■ 

900 POKE687+2,i--^ 

^® RET ^ ^:BB=An,2):CC=A<i : 3) b(U3) 





760 
770 
780 
790 
600 
810 



900 P0KE687+Z,B<*' 1 ' 

91B RETURN An , 2) :CC=A<l;3) 3) 

1000 WBMS*;?*"'! P0^31S+Z.B -3 > KE24e+Z ,E( 1 -3) 

1020 P0KE236+Z , E 1 1 i poKE37 0+Z ' E ^' ?, 
1O3 P0KE358-Z.| «r*> ™ KEA 92 + Z,E<3,31 
1040 P0KEA86+-Z.EW^' 

1120 S=M3'2).H-A J ; A(3 , 2) =D lA 3,3 ^59+2,6* , 
ll40 P0KE^86 + Z,| 3- P +ZiE(3 ,i P*E6 (2a 

1 70 P0KE745+2.A 2.3 > -^ N 
UpOKEB^Z^^) RE c T £(2i3 2):BU 3 

U9B A=E ( 2,n-B : E - (22)=E2 2 £ ,3 = B i2)sF(2 ,.,, =D ^._) 

1200 E' 2 ' 1 ') !E (3.2I s f ( '' ) ;:"p. ,3,2)=* 

1210 E(2,2 =F --- : r a , 2)= c:D<2,2 -B : D 3. ZE ,3 

1220 F<2,3>«D13,Z» " ) .p l ;,KE36'»+Z,E( 1: .i ; ^ 93+z , B (3,2) 

230 P0KE358 + Z,E -1 ^ 5+z , E(2 ,2>-P'-'KEo 

1240 P0KE437+Z.B<l,-> 

1310 P0KE242 + Z,E - ^ i +z<E <3,3) t2%3) 

320 P0KE^Z.BW,3)-P> c=c(1<3 c 2 1 -E « )-D , c< li3 „ A 

1330 a=cu,i -B:^^ H=c( 3,3) = c 1,1 f 3)=cc 

SSSttS '^:^3^2;^;ch,3>=E<3,i> 

1400 C(3.3)=E(1.1> ^-; E(3<n = c 

1410 &«£•»£, B Ea,i)«M«388*IiB 2 ,1 > KE733+ Z,A<2,11 
1420 P0HE236+Z'? » C ,p O KE605+Z,AUi 1> «P 01 
7-,« Pf!KE480+i'E(3,l)-r. -. n -«9 3):F=D(3,1> 

1503 A< 1,2 -F 2)!F r2,2) = C<2, t J-F 3 - a , 2) 
1520 C( 1 , »*»& 2 '1b = E(3, 2 )=C:P0KE2.2 + Z ; E O i+z ^^ 
1530 E(1.2)=A-EtZi-*. oKE486+Z ,E<3,2)-r^ 
540 P°KE36£Z. |v| !P0 KE867 + Z,A(3,2) .RETURN 

1550 P WE73 ;:U- ft 72t3):C=A(3,3> 3)=F(3 .3> 

1560 A=A(1,3).B-A(^ 3)=F(2 .3>:A 3,3) 1- 

l57 Aa,3>:F 3 ;3 ; A< 2)3)=C(2) n: F 3,3 ; ca i;3) 

1580 F(l,3)- c< -'i' r( -, i)=E(2.3)-C(J,i' 

1590 C(1,1' 3E< ^3, =e:E(3,3) = C _ . p( ., KE49 2+Z , E<3, 3) 

1600 E(1.3)=A-E(-3^ B 0+ZiE 3 p^EV 3+ZiM3i3 

1610 P*E248+Z.E '3 5+z<A( . 3 ).P0Kta =E(3il ) 

!io pnKEb^^Z.Ad.-'- 1 ;." 1>3)!D =B(2,l>-E-^-' :E . i2 ,n=Q 

1640 S=B<3,2>-H-B^. 2>=E . E 3,3 ^ E(2 ,n 

1650 B<2.3>-BiBt3,n >J l5+z , B< i,3 \\ P '^l 93+Z ,B<3,2> 

1660 P0KE437 + Z,B 1.- ^ 5+z , E .(3,l)-P'^ E6 

1670 P0KE4A3+Z,B C2»3> 

1680 P0KE571+Z,Bt3,3) 

lt ? RETURN , 358,364,370,*80,H86,A9. 

1700 DATA236.2M2, 248,358 A3i8fa i,8^7,873 

1710 DATA605. 611,617 £» afaS , w3 , 815 .693,5 1 ; JFAS= . 

1720 DATAS59,A37,31=v (S)ave Game? . 

1730 PPINTa83^ML>oad HENi770 

1740 IFA*= U ORA* , then1910 TC . AS _,,..THEN1770 

1750 IFA*="S ORA* ... A *=INKEY**1PA*- |™w . ec 

l l760 G0T0173* „ or <C>«««f pr .;;^ Disk, PRESS « jgggliiwflj 

1770 PPINTSB^. «u . d . T HENPBINTaB3*., „£•£ C ass, P« ES - ' 

g" I J ^:. D C.»=-c-THEN P RI N ^^^ a 
? 800 PR^If R 3 Q ^; 2 190:OPEN"I»,l,»^E/DAT 




-THEN 17 30 




TO1810 
>TO1860 



;SSluMUfl*G0T01Bd* 



"THEN 1910 rrtic^B 

. /«-s6OSUB2l60 860101^50 

PRESS /»;:uOSUB^iaw <=" 





180O PRINT9B32. ; opEH » !«,! , "GAME/DAT" 
IK NEXT =NEXT . j ^g^ j ^ 

19 oo PR'NxasJ', ici..m«' '■*! c.isk, press 

1918 PRINTaa32,' a <D >*«K o 3B32 ,.. Prepare "^"^ 

t 940 GOTO 1910 _. QK , 6 ppNr «,l^i^ 

1970 PRINl*l* m Al 

1980 NEXTSHEXT M i CLOSE 

1990 PRINTo^^* 

2000 GOTO590 moment, please 

arassjf^ ---eVz.eu- 

2870 P0KK58+Z , E f p 0K E4a6+Z ,E 3, 2) • P <**? A (1 , 3 ) 

2090 PWfMltl 1 ^ 1 :P0KE739 + Z, A( 2. 2 ;^f 873+Z , A<3. 3> 
2100 P0^ 7 ^ + Va<3 l)tP0KES67+Z,A<3,2).P0KEB^ ^ 

5i»B F«"N™«':«|';™^;rxT TO OR m-<»> IT • 

£» £&&■*» TOUMD ai ««».■:, 

2230 PRiNTaa, "WILL riuvc 
524H PRINT364*" _---- 

Z« UAoTiaiTO2000 s N EXT ^ » 

2250 noiliaB "THE" COLORS ARE: ». :P RINTa64 

/ Reset cube 

2290 RETURN pRIN T^57 + 6A , YP* i 

23!0 REST0RE.60TU33B , Y „, 8 retURN 

IIS PRINTW.5 , ZT* « : P"™™^ ^ , , RETURN 
IIS PRIN™3J|*^ 
2*88 PRI NTaL5, t^,;;IsTEPr28 

2 « 10 C P L E S ^ax X ^ "pRiht^ + ^,bb*; : 

2420 PRINT3MBH** 

|: 3 40 FO R X = 1TO100?;NE>\ yANT IN5TRU CTI0NS TM 

2450 PR1NT812B+321 "■ - 

2460 A*=INKEY* 

SS I IF :r="Y"OR^- y »^EN2500 

2il0 PBINT817B + l^ ; "on the . 

2i20 PRINTS298+64, mi* ItW tg get " 

gfS PRINT8298+ -.8, ^Thjn „ , 

^560 PRINTS448^8B, xFRESb 
^ 8 IFAI--THEN2570ELSEGOTO240 

2^30 PMNTai*24-62,H11M 
2640 NEXT 
2650 GOT 06 20 
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In order for us to consider your 
entry, we need the following items: 
a complete computer program, a 
brief game description, photo- 
graphs or drawings of the graphics, 
a picture of you and a self-ad- 
dressed, stamped envelope, Send it 
all to: First Screening, Electronic 
Fun, 350 East 81st St, New York, 
NY 10028. Include your phone 
number so we can reach you. 



YOUR FIRST MISTAKE 



T 




Don't dive your mini-sub into the dangerous waters of 
the "BERMUDA TRIANGLE."" This mysterious ocean 
graveyard offers a sea battle like no other you will 
ever wage. Giant squid, aquatic drones, man-eating 
sharks, enemy ships, vaporizing laser beams, exploding 
mines and Bermuda bombs are there to destroy you if 
you try to get away with the sunken city's buried trea- 
sure and priceless artifacts. 
"BERMUDA TRIANGLE," a deadly new game from 



DATA AGE „ is designed for the ATARI !1 Video Game 

System and Sear's Tele-Games " Video Arcade ,u -and 

to get you into deep trouble. 

Get 100,000 points and we'll send you a free secret 

manuscript about the "BERMUDA TRIANGLE;" get 

500,000 points and receive a free replica artifact from 

the underwater city. 

One last thing. Good luck. You're going to need it. 



& DATA AGE 

UP TO NOW, YOU'VE HAD IT EASY. 

1982DataAqe inc 62 South San Tomas Aquino Road. Campbell CA 95008 J4081 37Q S100 Te 91 /. '. . M i 3 ted to At 
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Continued from page 84 

before it explodes. To do so, hit the 

grenade button. 

As you travel northward, you'll 
come across a larger blue tank. Get 
in it. The large tank is your most 
powerful weapon. Its shells posess 
unlimited range. Each one travels 
to the borders of the playfield, as 
opposed to standard gunfire, which 
only reaches a distance of about one 
fourth the width of the screen be- 
fore fizzling out. When behind the 
wheel of either type of tank, try to 
stick to the dirt roads. Armored 
vehicles travel slower through the 
grassy sections of the playfield. 

As you approach the enemy for- 
tress, you'll notice some brick walls. 
These afford safe cover for tanks 
and foot soldiers alike. If you seek 
shelter here, keep on your toes. 
Grenades lobbed from enemy fox- 
holes may do you in if you stand 
flat-footed. 

To capture the enemy fortress, 
you'll need to climb from your tank 
and score one direct hit with a 
grenade. This sequence is some- 
what of an anti-climax compared to 
the treacherous route you took to 
get here. The fort is defended by a 
lone gun turret, which is easily 
outsmarted. If you're on target, a 
wounded enemy troop emerges 
from the dust with a raised white 
fiag.D 



LOOK-ALIKES 



Continued from page 28 
"RealSports", while Mattel's M Net- 
work version of its popular sports 
series is "Super Challenge". 

Both series include baseball 
games tht are vastly superior to the 
now antique Atari Homerun. 

The RealSports game adds one 
major dimension to the pitching: 
The computer randomly deter- 
mines which of your pitches will be 
accurate for a given game. So while 
you may throw a great sinker dur- 
ing one game, it may be dreadful 
the next time you play. This added 
dimension makes the Atari game a 
bit more interesting than the M Net- 
work contest. 



Both games allow you to control 
the direction in which the ball is hit 
and the movement of the base run- 
ners. In the Atari version you have 
additional control— instead of hit- 
ting only ground balls (as in the M 
Network game) you can also hit flies 
which may turn into home runs. 
Needless to say, this greatly in- 
creases the excitement. 

Two Or Four Players 

The M Network cartridge has on- 
ly one two-player game. In contrast, 
RealSports has four games, in- 
cluding two which can be played 
against the computer. This is 
another strong advantage. 

Still, there are a number of good 
features in the M Network game. 
For one thing, the designers have 
eliminated that distracting flicker- 
ing. In the Atari game all of the 
moving players (runners, fielders 
with the ball, etc.) flicker. This 
problem never occurs in the Super 
Challenge game. It's also easy to 
judge whether a pitch is a ball or 
strike in the M Network contest. 
That is not the case in the Atari 
game, where all of the pitches look 
identical. And for younger players 
(or those of you who are lazy) the M 
Network game also includes a 
simplified version. When the dif- 
ficulty switch is on "B", a hit 
results in all base runners advanc- 
ing one base automatically. 

So which game is for you? If 
you're after realism you should 
definitely consider the Atari game. 
But households with younger 
children might opt for the M Net- 
work game which is much easier. 

Our choice— RealSports Baseball 
by Atari. 

Both Atari and Mattel have tack- 
led football, and both games are ex- 
cellent. In both the Atari and Mattel 
games you can score safeties (two 
points for tackling your opponent in 
his own end zone while he has the 
ball). In the Atari game, however, 
you can also score field goals— a 
feature not in the Mattel game. 

Both games are outstanding, but 
there are a number of differences 
between them. The single biggest 
drawback to Mattel's Super 
Challenge Football is that there is 



no kicking. This not only eliminates 
field goals, but also eliminates the 
chance to kick the ball away on a 
fourth down. But the designers of 
the Super Challenge game have 
more than made up for this by 
allowing you to program each 
player individually. In other words, 
instead of selecting one play and 
letting the computer set it up for 
you, you have the power to deter- 
mine what each of your men will 
do. This feature greatly increases 
the strategy of the game. 

There is also a trade-off between 
the graphics and sound effects of 
the two contests. The sound effects 
of the Atari game are vastly 
superior. The crowd frequently 
cheers you on and during plays you 
can hear your team running down 
the field. But, while the M Network 
game is quieter, the field is far more 
impressive. Every yard is marked 
off (instead of every ten yards as in 
the Atari contest), and the down 
markers are clearly displayed. Both 
games cleverly utilize a scrolling 
field; as you advance toward the 
end zone you are given a close-up 
view of the portion of the field that 
you are on. This is one of the best 
features of both games. 

Our choice— Sorry folks. This 
one's a toss up! □ 



VIC PIX 

Continued from page 83 

Let's use this information or pro- 
duce an effect you've seen in games 
hundreds of times. Your laser hits 
the enemy and the screen pulsates 
with color. Type this into your VIC. 

10 REM FLASH 

20 PRINT" HI " 

30 POKE 36879,26 

40 FOR T = 1 TO 300: NEXT T 

50 POKE 36879, 30 

60 FORT=lTO300:NEXTT 

70 GOTO 30 

Lines 40 and 60 are time delay 
loops. You've already used them 
several times. To speed up the rate 
of flashing, make these changes. 

40 FOR T = 1 TO 100: NEXT T 

60 FOR T = 1 TO 100: NEXT T 
Change the colors of the flash. For 
example, 

30 POKE 36879,28 
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For people who 

take their video 

seriously: 




Video Review. 

(Subscribe now and save $8.43 off the newsstand cost!) 



I'm serious! 

Start my subscription to Video Review for one year 
(12 issues) at the special introductory rate of $14.97. 
That comes to 70<t less per copy than I'd pay at the 
newsstand. I may cancel at any time and receive a 
full refund of the balance on any unmailed issues. 

□ Payment enclosed. D Bill me. (U.S. only) 



Name_ 



(Please print) 



Address- 



ee ity_ 



_ State. 



-Zip- 



l_ 



Add $4 for Canadian, $20 for foreign orders. 
Please allow 6-8 weeks for delivery of first issue. 

Mail to: VIDEO REVIEW 
P.O. Box 919, Farmingdale, NY 11737 



Face it, you've got to be pretty hard-nosed 
when you're in a fun field like video. 

That's why we get The CBS Technology Center 
to check out all that hi-tech hardware. (Before 
you shell out hard-earned dollars.) 

That's why we get tough critics like Andrew 
Sarris, Clive Barnes, and Rex Reed to handle 
the reviews and previews of tapes, discs, and 
upcoming broadcasts. More reviews than any 
other magazine! 

That's why we get seasoned pros like Brian 
DePalma, Milos Forman, and M.A.S.H.'s Bert 
Metcalfe to help you on the creative end. 

That's why we asked Rocky Graziano to 
critique a video boxing game. 

We don't fool around. 

Subscribe now and get the next 12 months 
of Video Re vie w for $14.97— $8.43 off the 
newsstand cost! Serious savings. 
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40 POKE 36879,29 

This little flashing routine is very 
useful. You can insert it into other 
programs that you want to spice up 
with color. For example, go back to 
the HAPPY BIRTHDAY programs 
and improve them by adding the 
flashing routine. 

The flashing routine is also quite 



nice in quizzes and guessing game 
programs. Let's say you write a pro- 
gram to drill addition and subtrac- 
tion problems. A program like that 
gets very boring very quickly. Using 
what you have learned you can 
make the program more interesting 
and include a screen flash routine. 
Every time there's a wrong 



ADAPTER 
FOR YOUR 
JOYSTICK 

See faster firing times. Feel 
less trigger fatigue. Enjoy 
higher scores. 

The Discwasher® 
PointMaster™ Fire Control™ 
Constant Fire Adapter is 
compatible with Atari* 2600 
game consoles and 400/800 
computers, Commodore Vic-20t, 
and Sears Tele-Games#. It 
easily plugs in between your 
mainframe and joystick. 



'Atari is a trademark of Atari, Inc. 
fVic-20 is a trademark of Commodore 

International, Ltd. 
tfTele-Games is a trademark of Sears, 

Roebuck, and Co. 




discwasher" 

PointM^ster. 

FIRE CONTROL 

DISCWASHER 1407 NORTH PROVIDENCE ROAD. P.O. BOX 6021, DEPT. EF. COLUMBIA. MO. 65205 USA 



A DIVISION OF JENSEN 



answer, the screen flashes and then 
says "TRY AGAIN." 

Flashing Screen 

The following program combines 
all the techniques we've learned 
about screen graphics. In line 20, 
remember that you get the inverse 
heart symbol by using the shift key 
and the CLR key. This symbol 
stands for "clear the screen." IN 
line 40, do not type out the names 
of the colors. Use the CONTROL 
key with the color keys. Get the 
graphic characters with the shift 
key. Leave four spaces. 

The only complicated line in this 
program is line 70, which generates 
random numbers. These numbers 
are fed to line 80, which changes 
the combination of screen and 
border colors. Ready? RUN. 

10 REM CARD SUITS WITH 

FLASHING SCREEN 

20 PRINT " " [CLEAR: press- 
ing shift and CLEAR 

simultaneously causes the 

screen to clear] 

30 FORC=l TO 100 

40 PRINT 

" ■ ♦ ID f@ *■ * "; 

50 FOR T = 1 TO 50: NEXT T 

60 NEXTC 

70 X = INT(RND(1) * 

8) + 8 + INT(RND(l) * 15) * 16 

80 POKE 36879, X 

90 GOTO 30 

Here are some suggestions for 
tinkering with the program. To 
speed it up, change line 50 so it 
reads 

50 FOR T - 1 TO 25: NEXT T 
To make the colors change more 
frequently, change line 30 so it 
reads 

30 FOR C 

30 FOR C - 1 TO 60 
And, for a very interesting effect, 
make the changes in line 30 and 
line 50 and then change line 90 as 
well so it reads 

90 GOTO 20 
What this last modification will do 
is to cause the screen to flash off 
once it fills with characters. All the 
programs above scroll. This one 
doesn't. Instead of scrolling, the 
screen fills up, flashes off, then 
starts the whole business all over 
again. □ 
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Continued from page 78 
RIGHTS and ONERR, to name a 
few. Some of them, like SEG$ 
(which is really MID$) have been 
renamed for some unknown 
reason. So if you want to copy pro- 
grams that have been published in 
computer magazines but designed 
for computers other than the TI 
99/4A, you're going to have a tough 
time. 

Space We Must 

The lack of many of the standard 
BASIC commands is not the only 
problem with the 99/4A. TI BASIC 
is a very rigid language. Where 
most versions of BASIC will ignore 
the presence or absence of spaces, 
TI BASIC requires that all BASIC 
keywords be followed by a space 
and failure to do this will cause an 
error. It's true that some people 
prefer this rigid structure, but 
many programmers who have 
worked on other microcomputers 
do not. Another problem with the 
language is that it doesn't permit 
multiple statements per line, while 
almost every other microcomputer 
BASIC does. Finally, if your pro- 
gram requires the use of arrays, 
you are limited to only three 
dimensions. This can be a severe 
handicap. But many of the pro- 
blems with TI BASIC have been 
eliminated with TI's Extended 
BASIC Command Module, which 
sells for about $100. 

MAX And MIN 

On the plus side, TI has added 
some really nice features. To begin 
with, they have added MAX and 
MIN functions which can be used to 
determine the largest and smallest 
numbers of a set. They've also add- 
ed the constant "pi" to the 
language. More exciting than 
anything else, however, is the fact 
that they have borrowed an idea 
from FORTRAN and incorporated it 
into their Extended BASIC— the 
concept of subroutines that can be 
called with a list of parameters. 
This makes it very easy to develop 
libraries of subroutines that can be 
put together to form programs— an 



approach to programming that can 
reduce development time substan- 
tially. 

Another excellent feature is that 
the user can redefine any of the 
128 ASCII characters to produce 
any pattern desired. Each character 
consists of an 8-by-8 dot matrix 
whose elements can be selectively 
activated by the user. This helps 
make up for some of the shortcom- 
ings due to the lack of plotting com- 
mands, although not all of them. 

There are plenty of peripherals 
available for the TI 99/4A. In fact, 
TI is currently offering 16 different 
add-ons for the machine. For stor- 
ing your own programs written in 
BASIC you can use either a stan- 
dard audio cassette recorder or you 
can purchase a disk system from 
TI. Up to three 5 l A -inch drives can 
be connected, each with a storage 
capacity of 90K. Also available are 
an RS-232 interface, a modem, a 
memory expander, thermal and im- 
pact printers and a speech syn- 
thesizer module, to name just a 
few. TI has been one of the pioneers 
in the area of speech synthesis; 
their speech module is quite good 
and very easy to use. 

Expandability 

Expandability for the computer is 
not limited to hardware only; TI 
has also seen to it that a lot of soft- 
ware is available for the machine. 
In addition to the large number of 
game cartridges the company is 
producing— there are now some 
280 to choose from— it has made 
available a lot of system software as 
well. For example, the TI machine 
was the first personal computer to 
offer the LOGO language for kids. 
In addition, PILOT and Pascal are 
also available. 

All in all, TI has come a long way 
since the old 99/4. Last year alone, 
about 550,000 99/4A's were sold, 
and there doesn't seem to be any 
let-up. In fact, the biggest problem 
may be finding one in stock. 

In the event that you do have 
trouble locating a store in your 
neighborhood that carries the TI, 
you can contact the company at PO 
Box 53, Lubbock, Texas 79408 or 
call (800)741-2000.0 



COMPUTER 
PHOBIA? 

Here's the Cure! 




"We never knew it was so easy! 



Can Do Corporation Presents . . . 
COMPUTER APPLICATION NOW.® 

A new videocassette that demon- 
strates how easy and enjoyable it can be 
operating a personal computer. 

From hardware through software, we 
cover it all. In language simple enough for a 
novice. In just 45 minutes anyone can be 
operating a personal computer — at home 
or in the office. Think of the time and 
money saved! 

Narrated by ABC TV talk show host 
Fred Griffith, and professionally filmed at 
ABC studios in Cleveland, this valuable 
program entertains as well as educates. 

Also, there's a 1 6 page reference manual 
that follows the tape step by step. In- 
cluded in this helpful manual is a buyer's 
guide telling you what to look for and im- 
portant questions to ask when purchasing 
your own system. Specific information 
that can help save you hundreds of dollars. 

Do you want to master the bits and 
bytes of today's personal computer sys- 
tem? You CAN DO it, yourself! 




Please send me casssettes at $49.50 

each, plus $2.50 postage and handling. 
California residents add 6% sales tax. 



□ BETA 



FORMAT □ VHS 

PAYMENT 
□ VISA □ MASTERCHARGE 

D AMERICAN □ CHECK OR 
EXPRESS MONEYORDER 

CARD# 

NAME_ 

STREET 

CITY 



STATE . 



ZIP. 

*We welcome dealer inquiries. 

CAN DO CORPORATION 

6654 Paseo del Norte 

Anaheim Hills, CA 92807 

714-921-1100 
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WANTED! 



WE 
SELL 



USED VIDEO GAME CARTRIDGES (for Atari vcs) 



You MUST Send A 

Self-Addressed, 

STAMPED Envelope To 

Receive Our Buying 

& Selling Price List 

Print Clearly. 



FOREST HILLS USED VIDEO GAME CARTRIDGES 
Dept. 16, 63-56 108th Street, Forest Hills, N.Y. 11375 




VIDEO GAMES— All the latest from ATARI, COL- 
ECO. MATTEL, ODYSSEY. Free details. 20/20 
VIDEO. Box 60132-V. Chicago. IL 60660. 

SATELLITE TELEVISION . . . HOWARD/COLE- 
MAN boards to build your own receiver. For more in- 
formation write . . . ROBERT COLEMAN, Rt. 3. Box 
58-AVR Travelers Rest. S.C. 29690. 

TURN YOUR INTEREST INTO YOUR OCCUPA- 
TION! Guide to Motion Picture. Video, and Television 
production jobs-listing position, duties, and wages- 
only $5.00 Regency Publications, 164 N. Blackstonc, 
Suite 1492-R. Fresno, CA 93701 (CA res. add 6%). 

CHEAPER THAN THE REST]! All game cartridges. 
Catalogue $ 1 .00 (refundable). Screen Optics P.O. Box 
3505. Centcrline, Mich. 48015. 

CREATE CUSTOM VCR TITLES with TEXAS 
INSTRUMENTS COMPUTER. Tape/Disk S24.95. 
J&KH SOFTWARE. 2820 South Abingdon Street. 
Arlington. VA 22206. 



ARCADE ACTION VIDEO 

GAME JOY stick grips 



Upgrade home video game Joy Slicks io lull arcade /oniy\ 
Slyle finger gr.rj controls Improve game mslanlly { CO QO J 
Gr;ps wiih adaoiors Ffl all 'fading Joy Slices \iflO.JOy 

Srmply snap onto your cenfrcis You supply 

Joy Slicks Exper.-ence thrilling arcade aclion ;jt r-c^ne hor 2 grips 
and adaptors send S3 98 +■ $1 CO handling 110 COO'S 10 
M.J.R. Co.. Dept. R 2 Box 1788. Scottsdale. AZ 85252. 



Get Rich 
in VIDEO 

» WRITE FREE REPORT"' 

209-5 Kenroy. Rosevilte. CA 95678 




GAME EXCHANGE 



Atari 



* * * 



Intellivision 



*** 



ColecoVision 



WHY BUY WHEN YOU CAN SWAP? 



$Q50 

+ 50 handling each • 



• Send working game(s) and a 
complete listing of games owned. We'll 
send you a game not on your list. 
Indicate which you're willing to swap. 



• Include game instructions. 

• Games sold with machine 
not accepted. 



381 Sunrise Hwy., Lynbrook, N.Y. 11563 
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For The Serious Electronic Gamer — 



DCTlPUGflmES 




Gam* Sofrwor* for 

ATARI VCS, 400 and 800. 

APPLE. INTELLIVISION. TRS. 

ODYSSEY. DALLY, V1C-20 

COLfCOVISION 

and mow at VERY LOW prices 

We carry full lines of 

Game Computers, Cartridges, 

Storage Coses, Cassette and 

Disk Games, Joysticks ond other 

gome accessories oil Wear Wholesale! 

Join COMPUGAMERS CLUB. Toke odvonroge of 
Greoter Discounts ond Freebies. Deroils in corolog. 
Allow 1 1 Weeks Phorocopied Coupon Accepted. 



30 DAY - 100% GUARANTEE 

On All Items 

Clip This od ond moil olong with 

$2.00 for Corolog ond Price Lisrs. 

You'll be glod you did!!! 

name 



STREET _ 
CITY _ 



ZIP . 



Moil TO; 

COMPUGAMES, INC. 

Catalog Dept. 

P.O. Box 737 

Somers, CT 06071 

Check m M.O only C-2 
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Continued from paqe 53 
down the speed at which the com- 
puter prints the words. 

This is not really a good example 
of the type of program you'd want 
to utilize G-DSUB statements for. 
Something with graphics or sound 
or something incredibly complex 
would be more likely to need the 
G-DSUB statement. 

Let's say, for example, you want 
to do something with graphics and 
between each line drawn, you want 
to insert the same time-delay loop. 
You don't want to have to type it in 
every single time so you put it into 
a subroutine. Try this program 
even though we haven't covered 
many of the terms in it. Remember, 
this is in Atari BASIC. 

1DGR, 3 

2DCDLDR2 

3D PLOT 15,5 

4DBRAWTD 10,5 

5DGDSUB 1DDD 

EDBRAWTD 10,15 

7DGDSUB 1DDD 

BDBRAWTD 15,5 

BDGDSUB 1DDD 

1DDPLDT 1D,1D 

11DBRAWTD 15,1Q 

12D GDSUB 1DDD 

13DFLDT25,5 

14D BRAWTD 2D,5 

15D GDSUB 1DDD 

1BDDRAWTD2D,15 

17D GDSUB 1DDD 

ianPLDT2n,iD 

1BDDRAWTD25,1D 
2DD END 

1DDD FDR T= 1 TD 5DD: 
NEXTT 
1D2D RETURN 
And that's all folks, for GDSUB. D 
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Continued from page 33 
version of one of Mattel's most pop- 
ular games, Astrosmash. As mus- 
ical notes fall from the top of the 
screen in the pattern of apopular 
song, the player must counterat- 
tack by striking the proper keys. 
Shoot the notes down in the right 
sequence, and you are, in effect, 
playing the song. 
All the flash, fluff, and gadgetry 
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aside, Intellivision II is still a video 
game system, and the most impor- 
tant question to be answered is, 
"Are the games any good?" In my 
opinion they are getting better. 
A latecomer to the licensing scene, 
Mattel now offers some home adap- 
tations of arcade games. I would 
have thought that Mattel would 
move on a hot arcade game license 
sooner, since their system (aside 
from Coleco Vision) is one of the few 
powerful enough to do an arcade 
game justice on a home screen. 

Intellivision's rendition of Data 
East's Lock 'n Chase, though a 
poor man's Pac-Man, stands as one 
of the best arcade-to-home adapta- 
tions ever offered for use on any 
system. 

Another Data East creation. 
Burger Time, will also surface as an 
Intellivision cartridge later this 
year. For those of you unfamiliar 
with this game, the action unfolds 
something like this: The player, as 



Peter Pepper, must assemble a 
bunch of hamburgers by knocking 
all the necessary ingredients onto a 
row of plates running along the bot- 
tom of the screen. 

Mattel will be releasing 12 new 
games for the Intellivision II in 
1983. At this time we have only 
seen BurgerTime, but here is a 
sneak peek at some others . . . 

Buzz Bombers— When you hit 
the honey bees, they become pieces 
of honeycomb. 

Mission X— Fly bombers both 
night and day on a rolling screen. 

Loco-Motion— A train game. You 
must avoid collisions, pick up 
passengers and stay on schedule. 

XI V Winter Olympics— Ski jump- 
ing and bobsledding. Play against 
another player or the computer. 

Sharp Shot— A moving target 
game. You have the choice of four 
targets— a pass receiver, a spinning 
spacecraft, navy ships or monsters. 

Shark! Shark!— Control a small 



fish and attempt to eat smaller fish 
while avoiding sharks. 

Mystic Castle— A medieval fan- 
tasy in which you must patrol the 
forests and slay dragons. 

Arctic Squares— You're a 
penguin trying to escape from rival 
penguins, a seal and a polar bear. 

Another development of interest 
to the potential purchaser is the 
growing support of Intellivision by 
independent software specialists. 
Imagic, Activision and Coleco all of- 
fer Intellivision-compatible games. 

If you are considering buying In- 
tellivision, now is the time. The 
software selection has fleshed out, 
both in quantity and quality. The 
cost has never been lower and it is 
now competitive with the asking 
price of comparable systems. Above 
all it is an expandable system, with 
add-ons and peripherals to suit 
your future needs. In the "here to- 
day, gone tomorrow" world of video 
games, this is important, □ 




tele *<>l*t*iiic* 

P.O. Box 3456, Troy, Ml 48084 

WE DEAL! WE DELIVER! CALL US NOW! 



NATIONWIDE 1-800-255-2000 

MICHIGAN & CANADA 1-313-524-1030 



ATARI 5200 $199.00 



Pac-Man $32.00 Galaxian S32.00 

Missle Command 28.75 Soccer 28.75 

Space Invaders . . 28.75 Star Raiders 28 75 



g AcTMsioN S 

Pitfall $24 25 

Megamania 24.25 

Chopper Command .... 24.25 

Barnstorming 24.25 

Stampede 18.00 

Freeway 1 8.00 

Tennis 18.00 




$188.95 



[coleco) 



Donkey Kong Jr. . $30.50 

Zaxxon 49.75 

Las Vegas 30.50 

Space Fury 30.50 

Carnival 30.50 

Horse Racing .... 30.50 

Turbo 69.00 

Coleco For Mattel . CALL 



Commodore 

WIO20 



Smurl Action . . . $26.75 ■ 

Venture 26.75 * 

Mouse Trap 26.75 ' 

Lady 8ug 26.75" 

Cosmic Avenger . 26.75 ' 

Space Panic ... 30.50 
Conversion 

Module 69.00 

Coleco For Atari . . CALL 



am 



$165.00 



Datasette C2N S 69.00 

Disk Drive 1541 339.00 

8K Expansion 45.00 



Skiing 



18.00 



wvidtac 

Goffer Attack $22.90 

Word Zapper 22.90 

Sneak N Peak 22.90 

Space Jockey 1 8 50 

Maze Chase 22.90 

Miner 2049er $49.95 

For Coleco 

TiGe wmon; 

Miner 2049er 

For Atari VCS $22.50 

mmmm mothers 

Frogger $27.60 

JerJi Arena 27.60 

Star Wars 26.60 

(JMAGIC) 

Deman Attack $23.00 

Cosmic Arc 23.00 

Riddle of Sphinx . 23.00 

Atlantis 24.75 




VISA & MASTERCARD 
ACCEPTED 



A 




ATARI 

Defender Li— ~.^~~~- $28.50 

Pac-Man 28.50 

Adventure 24.25 

Missle Command ... . 24.25 

Adventure 1 28,50 

Adventure 2 28.50 

Star Raiders 28.50 

All Others CALL 

China Syndrome $21.10 

Tapeworm 19.90 

Cross Fire 21.10 

Planet Patrol 19.90 

Gangster Alley 21 10 

All Others CALL 

rvwrr£L£L£CTRonjcs 

iNtEUiViSiON 



Advance Dungeons 

& Dragons $31 00 

Space Spartons 34.75 

Tron Deadly Disc 26.00 

NFL. Football 26.00 

Pinball 21.75 

Tron Maze-A-Tron 28.75 

Defender 28.50 



Wl c 



4 

Wico Red Ball J 

Joystick $24.80 

Wico Joystick 22 50 

Wico Track Ball 
Atari Commander . . . 52.00 

Wico 12' 
Extension Cord 6.50 



Spectravision' 



ionW 

k ShoT^ 



Spectravision Quick J 
Joy Stick $25.00 pair 



Supercharger $45 00 

Communist Mutants 14 95 

Suicide Mission ... 14.95 

Fireball 14.95 

Mindmaster 17 95 

Accessories 

Stick Stand $ 6.99 

2 For 12 00 

Atari Joy Stick 6.20 

Many More Accessories . CALL 



!H commodore 
lexas ATARI 
Instruments 



Hcommodore 

Commodore 64' (special) 

$499.95 

CBS Software 

(For Atari 400-800) 

Krazy Shootout $36 00 

Krazy Kntters 36.00 

K-Star Patrol 36.00 

Krazy Antiks 36.00 

Boulders & 8ombs 36.00 

(For Vic 20) 
K-Star Partol . 36.00 
Krazy Antiks 36 00 

ORDERING 
INFORMATION 

Check, Money Order. Master- 
Card, Visa and COD. orders 
accepted. All orders shipped 
UPS. Michigan residents add 
4% sales tax. Hours 8 a,m. to 
7 p.m. Monday through Friday. 
9 am to 2 p.m. Saturday. All 
prices subject to change without 
notice, -while Supplies Last. 
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Largest Assortment 

of Class C Fireworks 

in America . . . 

The Great 
American 
Tradition 

• Fountains 
• Skyrockets 
• Firecrackers 
• Sparklers 
• Novelties 

Giant Color 
Catalog Kit 

Refundable on 
1st Order 



*2 




P.O. BOX 3EF 

Columbiana, Ohio 44408 

J?ee 800/321-9071 
ohio 800/362-1034 




Please send _ 

catalogs) at 52.00 ea. 
(Refundable) 



Address 
citv — 



_ State. 



^Zip_ 



S.J.ALAN Co. P.O. BoxSEF Columbiana. Ohio 44408 



A 

ATARI 



400/800 
COMPUTERS 

GAMES 

Circles C-Can.T-Tope. D-Dnk 



A 

ATARI 



FROGGER 

JAWBREAKER 

MOUSEATTACK 

ULYSSES 

CROSSFIRE 

CHOPUFTER 

SEA FOX 

STAR RAIDERS 

CENTIPEDE 

PAC MAN 

GALAXIAN 

DEFENOER 

MISSILE COMMANO 

SHAMUS 

DEADLINE 

ZORKI 

ZORK II 

CANYON CLIMBER 

TEMPLE OF APSHAI 

GORF 

PREPPIE 

REAR GUARD 

SUB COMMANDER 

JUMBO JET PILOT 

WAY OOT 



ON-LINE 

ON-LINE 

ON-LINE 

ON-LINE 

ON-LINE 

BRODERBUNO 

BROOERBUNO 

ATARI 

ATARI 

ATARI 

ATARI 

ATARI 

ATARI 

SYNAPSE 

INFOCOM 

INFOCOM 

INFOCOM 

OATASOFT 

EPYX 

ROKLAN 

ADVENTURE INT. 

ADVENTURE INT. 

THORN EMI 

THORN EMI 

SIRIUS 



16K, T 
16K, T 



40K.0 
32K, D 



BK, C 

8K. C 

BK, C 

8K, C 

BK, C 

BK, C 

16K, T, 

32K. D 

32K, D 

32K, D 

16K, T, 

32K. T, D 

1SK, C 

16K, T 

16K, T 

C 

C 

48K, D 



27.96 
23.96 
27.96 
27.96 
23.96 
27,96 
23.96 
35 50 
35.50 
3550 
35.50 
35.50 
2875 
26.00 
3996 
31.96 
31.96 
23 96 
30.50 
35.96 
15.96 
15.96 
39.96 
39.96 
29.50 



AOO 3% SHIPPING/HANDLING ($3.00 MINIMUM) 

TWO WEEK DELAY FOR PERSONAL CHECKS 

Atari 400/800are trademarks of Atari, Inc. 

D SEND ME YOUR PRICE LIST 
□ PAYMENT ENCLOSED $_ 



D CHARGE MY □ MASTER CARD DVISA 

CARD # 

BANK # 

SIGNATURE 

NAME 



_EXP DATE _ 



STREET AOORESS_ 
CITY 



_STATE ZIP_ 



214-644-2611 



TT^ Software 
^Qt'Boot 

2116 E. Arapaho #600 
Richardson, TX 75081 
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Continued on page 43 
knowing how the computer works. 
If you can design a computer from 
the ground up it will help you learn 
how to program. People are doing 
that all the time now. The first 
thing somebody wants to do when 
they buy a computer is learn how to 
program it. I learned when I was go- 
ing to night school. 
EF: Where did you go to school? 
GKi Fairleigh Dickinson University 
in New Jersey. The engineering de- 
partment was very good, although 
when I was there they had very ar- 
chaic equipment— 1940 oscillo- 
scopes and things like that. 
EF: Everybody assumes that the big 
schools for engineering ore MIT ond 
Stanford . . . 

GK: Actually, four out of the five 
designers at the Activision Eastern 
Design Center are Fairleigh Dickin- 
son people. I don't even think they 
know it. 

EFi They do now. One lost question, 
Gary — what's your next game? 
GK: Well, of course I can't tell you 
any details, but I'll tell you this— I 
definitely don't want to do a real 
serious shoot-'em-up. I've been 
watching people's reactions to 
Keystone Kapers, and the thing 
that they seem to like the most is 
that it's funny. So you can bet my 
next game will be a funny one.D 



ROBOTS 



Continued from page 74 

The image of the robot in science 
fiction has not always been benign. 
The first robots, in fact, are the 
favorites of crossword puzzle fans 
everywhere— Rossum's Universal 
Robots from the play R.U.R. by the 
Czech writer Karel Capek. In this 
bitter satire on socialism, the inven- 
tor of the robots (which comes from 
the Czech word robota, or 
"worker") sees his creations go 
berserk and rise up against him. 
Rossum's robots are strictly of the 
industrial variety, you see, but like 
BOB they have intelligence and re- 
sent being mere drones. 

Bushnell is too much of a 
philosopher to ignore what he calls 
the "down side" of the robotics age. 
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He is convinced, for example, that 
''robots' lib" groups will sprout up, 
although they'll be led by humans, 
not robots. He also wonders what 
would happen if a deranged com- 
puter freak programmed a robot to 
shoot someone. "Who do you bring 
to trial?" he asks. "The man who 
made the arm assembly? The guy 
who did the seek and identify 
algorithm? All I know is, if I were 
Melvin Belli I'd sue everybody. 
There will be the potential for 
robotic mayhem. The artificial in- 
telligence in a robot is absolutely 
suited for certain law and order 
functions— it would make the 
world's greatest stool pigeon. It's a 
question of power— any time there's 
power it will be used for good, and 
it will be used for evil. But on the 
whole, I think they're going to be 
very docile, subservient guys." 

With his own robots, Bushnell 
has built in a lot of safety checks. 
"If there's too much stress on the 
motors— if it's pushing against 
something heavy— the whole thing 
shuts down. There's also an overall 
executive that's watching all the 
systems, and it shuts him down if it 
detects program errors. Otherwise 
he'd go berserk." At one point the 
Androbot scientists programmed 
BOB to say a short two-word phrase 
before he shut down due to pro- 
gram error— the same expletive 
deleted you might shout in an 
arcade when you get eaten. 

Ultimately, what the androbots 
will do, says Bushnell, is make a lot 
of people rich— all of us. Thanks to 
Atari and his other business ven- 
tures, Bushnell is already. rich, but 
as he says, "It's lonely at the top. 
You've got to have more guys that 
can play with the same toys you do. 
Did you ever stop to think of the dif- 
ference between my lifestyle today 
and the way most people live? It 
has nothing to do with dollars. I 
have my beers brought to me. Now, 
with robots, somebody who's not 
rich can have his beers brought to 
him. Therefore he is, in fact, rich." 

It's no use trying to pin Bushnell 
down on specifics for the future as 
he sees it. "I have too big a problem 
right now with being viewed as a 
marginal crazy," he says. "It's very 
easy for people to equate thinking 



about the future with flakiness. You 
know, there are an awful lot of peo- 
ple who are so afraid of the future 
that they will do anything to con- 
vince themselves that, in fact, the 
future is not going to happen— that 
everything is going to be the same. 
The age of Babbitt is still with 
us— 'If we could just go back to 
small town America, where you 
walk down the street to the court- 
house, say hello to the mayor, and 
then go down to Mr. Jones' grocery 
store/ People have a real hard time, 
though, thinking in terms of the 
children who died because penicillin 



hadn't been invented. It's very easy 
to have selective Utopias in either 
direction— past or future. 

"My flaky image really started 
when I said back in 1974 that the 
video game business would be a 
multi-billion dollar industry by 
1981 or 1982. People said, 'Bush- 
nell's really been smoking some- 
thing,' and that's the part that 
sticks in their minds— they forget 
the predictions came true. So I 
worry a little about saying that the 
robot will be more important than 
the automobile, but I'd be willing to 
bet my life on it."D 



AHDKODOTS IN BRIEF 

DOD: What mokes him tick 

Contained in BOB's three-foot high frame are three 16-bit Intel 8088 
microprocessors, giving him a memory of more than three megabytes (three 
million bytes). His memory is expandable. Function lights indicate that his 
ultrasonic sensors and infra-red sensors are active and that a human companion 
has been targeted. He is also equipped with direction lights. The infra-red sensors 
are attuned to the frequency of human body heat and the ultrasonic sensors 
measure distance within one-tenth of a foot accuracy. Moving speed is two feet 
per second, although this may vary with surface conditions. He has two high- 
torque motors (one for each wheel) and three gel electrolyte rechargeable bat- 
teries. LED indicators warn when a recharge is needed. 

As BOB moves about the room his head scans from side to side, collecting data. 
He's designed to distinguish humans from other heat sources and seek them out. 
When he meets a person, he'll stop and go into his routine— tell jokes, sing a song, 
whatever he feels like doing. When he decides the person— or he himself— has 
had enough, he'll move on to someone else. When he is running low on energy, 
he'll return to his recharger for a health-giving nap. His sensors are triangulated 
down, so he won't inadvertently fall down the stairs. BOB requires no knowledge 
of computers or programming on the part of the owner. His price: $2,495. 

TOPO: A new kind of peripheral 

TOPO's intelligence is provided by an external computer— right now an Apple 
II, but soon he'll work with Atari, Commodore. Radio Shack and other models. 
He's the same size as BOB, only lighter, and is equipped with an internal radio- 
frequency receptor to receive signals from either a joystick-controlled direction 
signal, or direct from the computer, at distances up to 100 feet away. He's got two 
high-torque motors and direction signals. Like BOB, he moves two feet per sec- 
ond, but operates on only one gel electrolyte sealed rechargeable battery. LED 
indicators warn of low power. An optional voice module is available, as is an op- 
tional Androwagon, useful for hauling laundry, canapes or cordless telephones. 

Two software packages are available— Topologo and Topoforth. These will 
make it easier for the owner to program complex maneuvers into TOPO so he can 
automatically roam throughout your house (although neither Androbot can 
climb stairs). With the software, TOPO can respond instantly to such commands 
as "Go to front door" or "Go to kitchen." TOPO's price: $995. The optional voice: 
$200. Topologo and Topoforth: $125 each. 

Both robots are constructed of lightweight vacu-formed plastic. The wheel 
assembly is said to make the androbot the world's first inherently stable two- 
wheeled "vehicle". 
Androbot, Inc. is located at 1287 Lawrence Station Rd. t Sunnyvale, CA 94086. 
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Howdy, gamers! Did you know that if 
you press o certain sequence of keys on 
the Atari 400/600 version of Super 
Breakout game, the words "I love 
Suzie and Benji too" appear on the 
screen? Can somebody tell me the 
sequence of keys? . . . They tell me 
that Cynex, the company that made 
those wireless joysticks, has been 
swallowed up by Atari, who will now 
manufacture the product . . . What's 
an Actimite? An Actimite is anyone 
who loves Activision games. If you 
ask me, it sounds like a tiny insect- 
. . . Universal Pictures is rumored to be 
coming out with six Atari compatible 
carts soon, including Jaws ... Ed 
Saivo, the guy who became Apollo's 
head designer by answering an ad in 
the paper, quit the company two 
weeks before they filed for bankrupt- 
cy. He's started his own company, 
Video Software Specialists . . . What do 
the Phillippines, Indonesia, Singapore 
and Malaysia have in common? 
They've all banned video games en- 
tirely . . . Will somebody please tell 
me if Astrocade is in business or out 
of business? We never see any new 
games, but the system was adver- 
tised in the New York Post for $99. 
Oddly, Consumer Reports Magazine 
named theirs the best video game 
system going . . . Last Christmas, 



New York was flooded with chocolate 
Pac-Men that contained a product 
called chocolate-coating, but no 
chocolate. Consumer advocate 
Richard Kessel said, "It looks like 
chocolate and it tastes like chocolate 
but it isn't chocolate," . . . Silly 
rumor of the month— somebody 
(Zimag?) is coming out with a line of 
video games for senior citizens. Give 
me a break. What do you have to do, 
guess which glass your false teeth 
are in? . . . When you turn on a 
Q*Bert arcade game in the morning, 
it says, "I'm Q*Bert! I'm turned on!" I 
don't make the news folks, I just 
report it . . . Free the Atari 600! 
Whatever happened to that com- 
puter anyway? . . . Burning ques- 
tion—what is the best method for a 
video game company to promote its 
products; with robots or girls with 
slinky dresses? . . . Hawaii has the 
first regular video game radio show, 
starring a guy named Buck Buch- 
anan . . . Coke machines are now be- 
ing outfitted with video games. After 
you buy your drink, a monkey 
throws cans of Coke at you from a 
tree . . . Tron the Game made more 
money than Tron the Film! The con- 
fusing $21 million movie died at the 
box office, but the arcade game has 
taken in $60 million all by itself. . . Do 
you know the official Atari hand- 
shake? According to their newsletter, 
you "rotate the thumb you're 
holding, making believe it's a joy- 
stick." Can I barf now? . . . Want a 
used Asteroids game for $595? Con- 
tact Computer Earning Games, 5 1 
Monroe St., 18th floor, P.O. Box 
1687, Rockville, MD 20850 ... A 
company called Cosmi plans to re- 
lease "tri-compatible 
games"— games that will play on the 
Atari 400/600, Commodore VIC-20 and 
Tl 99/4A . . . Okay, Okay. I was 
wrong! The Atari driving controls 
are not just single paddles. So sue 
me . , . According to the New York 
Times, Coleco was one of the ten Super 
Stocks of 1962. The company grew 
018% over the year . . . U.S. Games is 



coming out with an incredible new 
joystick ... At the Golden Dome ar- 
cade in State College, PA, if you beat 
the high score on a game, you get to 
keep the machine! . . . Atari is suing 
(magic, claiming that the Intellivision 
version of Demon Attack is a ripoff of 
Phoenix, which Atari has li- 
censed . . . The National Coalition on 
Television Violence has taken a stand 
against video games, claiming that 
violence dominates 69% of all arcade 
games and 65% of all home games. 
Ho-hum . . . Future plans— Atari ar- 
cades. Only Atari coin-op games. 
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Game show host Buchanan 

Look out for 'em. Is there a Demon 
Fortress in the VCS Demon Attack? 
We hear it's only on Intellivi- 
sion . . . Nice chatting with ya . . . 



Write to The Fly, folks, so we can all 
catch up on what's going down. All 
the dirt that fits, we print. 
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IT'S ONE HOME VIDEO GAME YOU CAN REALLYGET INTO. 

Inside Reactor, you fry nutrinos! Bounce pos- 
itron clusters! Knock out control rods! Shrink 
the reactor core! Drop decoys! Load the bonus 
chambers! But most of all, avoid the dreaded 
vortex! It's one game that demands everything 
you've got. And gets it. 

Reactor. Parker Brothers' version of the \ 
intense arcade game. You can't help but 
get into it. For your Atari Video Computer 
System" or Sears Video Arcade™ 

MRKER BROTHERS The ones to beat. 



© 1982 Parker Brothers Beverly, MA 01915. REACTOR is a trademark of D. Gottlieb & Co, Atari and Atari Video 
Computer System are trademarks of Atari Inc. and Sears Video Arcade is a trademark of Sears, Roebuck and Co. 
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The hottest games 
you can get. 

Take the critic's 
word for it. 
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"For those who favor 'I ast Graphics 7 nctfrng 
else is as fun to watch ls (Grand Prix™) . . ! 

burie Winer 
Video Review 

"Activision's . . .game library has been hailed 
by critics as the most diverse and creative in 
the burgeoning software arena!' 

Video Games 

"The game's delightfully varied play mechan- 
ics, wacky graphics and amusing audio all 
blend to make MegaMania™ a four star delight'/ 

Arnie Katz and Bill Kunkel 
Electronic Games 

"Pitfall! ™ . . combines all the necessary ingre- 
dients for a sure-fire hit'.' 

Perry Greenberg 
Viden Games 







diVisioN 

WE PUT YOU IN THE GAME 



So this Christmas, remember to 
ask for Activision' We make the 
best games you can get for the 
Atari 9 Video Computer System™ 
Sears Tele-Games* Video 
Arcade? and Mattel* Intellivision! 






Atari" and Video Computer System* are trademarks of Atari, Inc. Tele-Games 1 and Video Arcade" are trademarks of Sears, Roebuck and Co. Intellivision' is atrademark of Mattel, Inc. <^i982 Activision, Inc. 



